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OGETHER YOU WILL DEFEA 
THE EVIL SJ: 


Your companions will follow you 
to the light side of the Force 
based on your choices. 


Wield over 60 new feats and Force 
powers as you and your party struggle 
to defeat the evil Sith. 
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ALL WILL MAKE THE JOURNEY. 9 


TOGETHER YOU WILL DESTROY 
THE JEDI ORDER. 
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THE SITH LORDS 


Travel among 7 worlds and explore 
| new environments on your mission 


t to destroy the galaxy. 


Your companions will follow 
you to thè dark side of the Force 
based on your choices. 
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_ The welcome mat: 


Something smells 


OME MONTHS, YOU just expect it to be 
really quiet. Like this month. It's post- 
Christmas, everyone's dead broke and, 
usually, there aren't many games coming 
out. To make matters worse, our little 
plan to bring you the exclusive review of Splinter 
Cell: Chaos Theory was scotched by about ten feet of 
French red tape, but fear not - it's turned out to be a 
surprisingly packed month for quality games. 

First off the mark is Doom 3 (Exclusive 
Australian review on page 060), which has turned 
out to be the best post-Halo 2 shooter on Xbox. I 
recall being somewhat sceptical about the game 
after it was scratched from the pre-Christmas release 
lists last year. However, since Halo 2's sudden 
ending has left so many of us wanting, | can only 
be grateful that it's showing up now. Good move, 
Activision. 

Another surprise entry is Oddworld: Stranger's 
Wrath (page 070), the latest from Lorne Lanning's 
team at Oddworld Inhabitants. For whatever reason, 
Stranger's Wrath is being given the "with a whisper" 
treatment for its entry into the market. | haven't 
had so much fun on one game, nor played a game 
as original in ages, and for my money it'll be as 
criminally underrated as it is under-marketed. If | 
had things my way, everyone would buy this game 
and support quality game development. 


Last of all, there's Mercenaries, which is the best 


like poo. 


GTA clone I've played, period. Don't be put off by 
the ‘clone’ tag I've attached - GTA is a game being 
copied by many developers - but this is the first one 
that offers a decent alternative to the usual urban- 
based civil disobedience of GTA. Play it on the demo 
disc and see it for yourself! 

So in retrospect, missing out on Chaos Theory 
isn't so bad after all. It leaves us more time to 
play everything else. With so many great games to 
choose from it's a fantastic way to start the year, 
and an equally great way to celebrate the Xbox's 
third birthday (March 14, for those of you who've 
forgotten). 

Next month, look out for our exclusive review of 
Chaos Theory. Yes, | really mean it this time. And to 
make up for all the dillydallying, we'll be delivering 
you a playable demo, too. 

Happy gaming! 


KEVIN CHEUNG 
EDITOR, OFFICIAL AUSTRALIAN 
XBOX MAGAZINE 


VOTE NOW FOR YOUR GAME OF THE YEAR! 


THE OFFICIAL AUSTRALIAN Xbox Magazine is now 
accepting the votes of its readers for the Best Games 
of 2004. Votes can be submitted at www.oxm.com. 
au - just get online and get clicking! Apart from the 
Best Game of the Year, you'll also be able to vote for 


the game with the best graphics, the best sound, the 
best multiplayer options; as well as the best racer, 
fighting game, first-person shooter, role-playing game, 
development studio, publisher and more! (Prizes are 
also up for grabs, so vote now!) 
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OFFICIAL 


>> THE BEST XBOX NEWS AND REVIEWS 
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ЭЭ THE OFFICIAL Australian Xbox Magazine is written 

by a group of experienced gamers who've spent their 
lives playing games. We believe that games are the most 
exciting form of entertainment there is. This magazine will 
reflect that at all times. 


>> WE BELIEVE THAT the arrival of Xbox represents one 
of the most important developments in video games. 
Xbox will not ‘kill’ the PS2 or GameCube - and as 
gamers we wouldn't want it to. However, the power 
and technological innovation offered by Microsoft's new 
machine will result in better games and more choice for 
Xbox owners. 


ЭЭ BEING THE OFFICIAL Australian Xbox Magazine means 
that we are in the best position to give impartial, honest 
review scores. We don't do any deals to get access to 
finished games. As a result, we're in the best possible 
position to give you what you deserve - balanced, 
objective and accurate reviews on which to base your 
buying decisions. 


3» MICROSOFT HAS no access to, or influence over, 

the Official Australian Xbox Magazine. The company's 
involvement ends once it has made available to us 
materials we need for the magazine, and it will only read 
our reviews when you do. 


3» HOWEVER, BECAUSE we are the official magazine, we 
have unprecedented access to the newest Xbox games in 
development and the people making them. Our coverage of 
forthcoming titles will take you closer than ever before to 
the most exciting new games. We will talk to the developers 
and publish the best new screenshots before anyone else. 


>> OUR OFFICIAL STATUS allows us to get closer to every 
Xbox story, rooting out the truth from the rumours and 
speculation. Because we can go directly to the people 
involved, you can be assured that every story in the 
magazine will be accurate and truthful. 


ЭЭТНЕ OFFICIAL AUSTRALIAN XBOX MAGAZINE is part of 
a huge network of games journalists across the globe, ready 
to visit games developers wherever they are and report 
exclusively for the Official Xbox Magazine World Network. 


>> WE BELIEVE that the readers of the Official Australian 
Xbox Magazine are one of our most important assets. 
While it's our job to provide you with the demos, news, 
previews and reviews you need, we want to be a place 
where your opinions and expertise can be shared with 
the new Xbox community. 
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8 PLAYABLE DEMOS! 


IT'S GRAND THEFT AUTO IN A WARZONE! 


MERCENARIES 


WELCOME TO Issue 38's Playable Game 
Disc, the only source available for 
playable demos, movies, downloads and 
more for your Xbox. 

This month's Demo DVD comes 
packed with a trial version of one of the 
most highly anticipated action titles since 
Halo 2, Mercenaries. It's part war game, 
part GTA - play it for yourself to see if it's 
worth the hype! 

Those of you who are equipped 
with Xbox Live will love the mission 
we've bundled in from Mechassault 
2. Mech-jacking is one of the most 
satisfying (and humiliating) moves you 
can use on another player. 

Many of our classic demos have 
come back, too. There's the beat 'em 
up action of Rocky Legends and The 
Incredibles; the platforming madness of 
Blinx 2, the intense off-road gameplay 
of Colin McRae Rally 2005 and a few 
laid-back holes with Tiger Woods’ latest 
2005 outting. 

Also, don't forget to check out the 
demo movies and game-saves, which 
can be selected from the menu tree. 
Catch you next month! 


OntheDisc... 


Mercenaries 


viewed: Page 074 ] ®. Score: 8.5 
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IT'S YOUR MISSION to enter the demilitarised zone 
outside North Korea and track down the vicious bio- 
weapons expert known as Queen of Hearts (real 
name Chi-seong An). 

There's no way to sneak inside the concrete 
fortress, but calling in an airstrike makes for a good 
plan B. You can access it from your special 
inventory using the d-pad. The first thing you'll 
notice is just how easily those concrete walls come 
down. That's a good thing because you'll not only 
have to destroy all of the acid queen's SAM 
Launchers but also the enormous chemical plant on 
the base's outskirts. Throw everything you have at 


MechAssault 


6 Reviewed: Issue 37) > ET : 8. m 
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JUMP INTO YOUR battle armour by pressing Y. Boost 
up and hitch a ride on the VTOL aircraft. Your 
mission is to steal three BattleMechs and take them 
back to your landing zone. There are four game 
modes to try - Team Destruction, Capture the Flag, 
Check It and Snatch It. You can set the number of 
players, the number of power-ups (Data Cores) and 
the time limit. Alternatively, if you don't want to 
fight, try the Chat room instead (Xbox Live only). 


^ Dang... forgot to turn off the gas again... 


them and when you run out, call the supply 
chopper for reinforcements. They'll even drop you a 
Korean tank if you need it! 

Once the objectives have been destroyed, Chi- 
seong will attempt to run for it. There's a huge 


bounty of $350,000, but you can halve that if she ° SWITCH 
ends up dead. Try to take the acid queen alive, خا‎ 
without getting your hands burned! الچ‎ 


Lone Wolf 
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Tiger Woods PGA Tour 2005 


THIS DEMO INCLUDES four full holes (Sherwood 
#15, Colonial #15, Edgewood #18 and Greek Isles 
#1), a condensed version of the Game Face 2 head- 
creator, a quick run through Legend Match mode, 
and a brief taste of the great Tiger Proofing system. 

Those in search of a quick, no-nonsense game 
should head directly for Play Golf. It's a good idea to 
shoot a couple of mini-rounds here before heading 
into a Legend Match against Jack Nicklaus. 

Next, check out the Tiger Proofing mode and 
have a go at designing the ultimate hole. Like it? 
Then go and buy the full game! 


User 1 $31,725 
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WE JOIN Mr Incredible as he attempts to infiltrate 
Syndrome's fortified hideaway. Before he can gain 


gathering of guards into a meaty paste. 

Next, you'll take control of the flying saucer. 
You only need worry about shooting the guards; ће *# 
UFO will fly itself until you've cleared the area. 

Now it's on to the big boss: Syndrome's robotic 
guardian. The trick is to pick up the green bombs he 


entry to the compound, he must first beat a small g 


GAME DISC 


spits out, and then throw them back at him. Hit him — — 


three times and you're laughing. 


THE SPONGEBOB 
SQUAREPANTS MOVIE 
Reviewed: NA Players: 1 
Score: TBA 
SPONGEBOB IS trying to track 
down King Neptune's stolen 
crown and clear the name of his 
employer Mr Eugene H Krabs. 

In the first demo level, Three 
Thousand Miles to Shell City, you 


have to shut down all three 
transmitters and cross the desert 
safely. You start out with only 
two powers - a karate spin and a 
mighty bash. Collect enough 
dumbells and you'll earn some 
upgrade points to enhance these 
moves and increase your health. 

Once upgraded, the karate 
spin can reflect enemies' 


_ 


^* Bob loves his biffo. 


projectiles back. Upgrading the 
bash allows your spiked glove to 
stick to objects and enemies. It 
can then be remotely detonated 
using the Y button. 

The second demo level is 
Sandwich Driving 101. Hop into 
the giant Krab burger and drive 
through Shell City avoiding the 
obstacles. 


ROCKY LEGENDS 
Reviewed: Issue 34 Players: 12 
Score: 8.6 

IN THIS demo you can fight as 
three boxers: Rocky Balboa, 
Clubber Lang and George ‘Who?’ 
Fulmer. Newcomers to the series 
should stick with Rocky until 
they are experienced enough to 
handle Lang, a heavy-hitter who 


BLINX 2: MASTERS OF 
TIME & SPACE 

Reviewed: Issue 36 Score: 8.0 
Players: 1-2 

WHICH DO you prefer: a) light- 
hearted action-platform romps in 
which a cat wielding a mystical 
vacuum cleaner manipulates 
time and space with a casual lick 
of his own balls; or b) overly 


COLIN McRAE 
RALLY 2005 
Reviewed: Issue 33 Score: 8.5 
Players: 1 

THE WORLD'S most famous 
Colin (Powell and Firth don't 
count) returns yet again in an 
effort to further reinvent the 
wheel. This demo of the '05 
edition features three rallies and 
four cars. Learner drivers should 
stick to the consonant-happy 


moves slowly and take an age to 
recover from missed punches. 

Fights are limited to three 
60-second rounds, so you'll need 
to work fast if you hope to secure 
a knockout. Opponents usually 
need to be put down a couple of 
times before they're KO-ed, so 
don't waste time with body 
blows - go for the face. 


pedantic stealth 'em ups? If you 
answered a), play this demo as 
the TimeSweepers; if you chose 
b), play as the Tom Tom Gang. 
Players familiar with the first 
Blinx will be at home with the 
TimeSweepers part of the demo, 
the controls being near-identical. 
It's still worth playing the tutorial 
though to refresh your memory. 


Gwyddelwern route for a friendly 
introduction, before moving onto 
the equally unpronounceable 
Niederlauterbach stage in 
Germany for a slightly more 
robust challenge. 

Just make sure you take 
time out from your whistle-stop 
tour of obscure European cities 
to admire the all-new shellshock 
effect, which distorts your view 
of the track immediately after a 


.missions. Yup, still waiting... 


The key to a successful bout 
is in carefully managing your 
stamina, represented in the blue 
bar. Punch too often and your 
stamina bar will deplete, making 
your punches less damaging. 
Learn how to hit and move, 
using your hook sparingly and 
ensuring that any blows you land 
have maximum impact. 


The Tom Tom Gang level is 
less straightforward. The idea is 
to use your full complement of 
gadgets (banana skin to make 
guards slip up, decoy to distract 
them etc) to recover the stolen 
treasure. We're still waiting for 
someone to beat our record time 
of 6:32:00 for the Tom Tom 


bone-clattering impact so as to 
simulate the driver's inevitable 
disorientation. 

It's also worth noting that 
you can randomise the stage and 
weather conditions by hitting (or 
pressing, if you're less heavy- 
handed) the Y button on the 
Stage Select screen. So get to it. 
And don't come back until 
you've mastered the fine art of 
the handbrake turn. 
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Men of Valor: The Vietnam War 
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Wallabies: 


EJ playstation.2 к 


Using the very best of EA SPORTS" technology, 
Rugby has been completely re-invented for 2005 to 


look and play like the Rugby game you have always 


dreamed about. 


$$ Leave the opposition cold with fluid sidesteps and dummy passes. 
®) Defend your line with huge hits or desperate covering tackles. 


€ Compete in all the major tournaments: 
e Super 12 » Tri Nations • ABS В Nations e British Lions Tour 


ч) Play in authentic stadiums from around the world. 


Ay Learning the basics of EA SPORTS” Rugby has never been easier 
with interactive tutorials and training movies. 
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=First Look 


World-exclusive scoops of the newest 
Xbox games in development 


CONFLICT: GLOBAL TERROR 
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Conflict: Global Terror 


Conflict turns its back on the real world for Hollywood! 


| Release: September 05 | 694 Live: 2-4 players TBA 

THE CONFLICT series has always had its 
roots in fact. In the first two games we were 

fighting in Iraq, and the latest saw us in Vietnam 
(so last season, dahling). With a title such as the 
ominous Global Terror, visions of shooting Osama 
and chums springs to mind. It'd certainly be topical, 
but the latest Conflict game is just playing with us. 
Believe it or not, things are going to be far worse. 

A Neo-Nazi faction has sprung up in South 
America, intent on bringing about a new world 
order. The Conflict team are on their trail. C:GT will 
encompass just about every hostile area on Earth. 
From frozen Chechnyan wastelands to Columbian 
jungles, passing through the likes of Kurdistan, 
India, and the occasional sarin factory, the series is 
stretching out in every direction. And that includes 
various dimensions. CGT will introduce us to an 
almost Splinter Cell system of movement. With the 
graphics and physics engines rebuilt from the 
ground up (it shows), the team will now be able to 
zip-line across hostile areas, leap walls, dive through 
windows and climb ladders to reach vantage points. 
The game has expanded on three dimensions and 
Pivotal is eager to exploit its natty new trick. 

The command system has been completely re- 
written, with your team now able to wait for an 
additional ‘execution’ command. Rather than 
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blindly following orders the moment they're given, 
the team can be positioned as a whole then all act 
in a single, devastating blow on your command. 
They can storm doors as a decoy while the sniper 
you placed up high picks off the panicking enemy 
as they run for cover. This has been done to strike a 
balance between all-out shooting and stealth. 

Also, almost as a way of allaying our fears that 
we could be seeing Conflict turn into Full Spectrum 
Warrior (Issue 28, 8.9), Pivotal has done away with 
the target assist. There is no instant loclcon, and 
we're going to have to become very keen on the 
trigger if we're to survive. Yes, all men once again 
must complete the level alive, although this won't 
be the case in the third mission. We're not going to 
give away specifics, but the Hollywood-style plot 
kicks in here, with a new sniper character 
introduced after one of the Conflict team apparently 
gets killed in action. To say any more would give 
away a plot that excels those of all three previous 
games. It's not just the physics and graphics engine 
that have undergone a makeover. 

Pivotal is also talking of introducing Live play, 
and although tight-lipped, we're getting word that 
four-man squads will be able to go head to head 
with each other in tactical shooting arenas. But will 
we be seeing 32-man action? We're told to "Wait 
and see." But we're quite happy to wait. Due for 
release in September, C:GT is already undergoing a 
polish for those final winning touches. This could 
be the best Conflict game yet, and you don't 
need global recon to figure that one out. E3 
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A When breaching a room your squad will cover each other's backs. 


A "Look at me! I look just like Sam Fisher!" 


^ Detailed faces and weaponry are just two of the new features. 


We questioned the team 
about the chance that 
Foley could possibly be a 
traitor, and all we got 
was nervous laughter 
and a lot of blank stares. 
Could this Conflict also 
be the one with most 
Hollywood twists? 


We saw one of the 
Conflict squad being 
followed by a tank. Not 
only was it horribly fast, 
but it was also horribly 
intelligent, watching his 
every move and second 
guessing where he was 
going to run to. Spooky! 


So influenced by the 
Bond movies is Conflict: 
Global Terror that we're 
being promised 
megalomaniacs, nuclear 
missiles, and plenty of 
glamour. Rumours of sex 
scenes and witty one 
liners have yet to b 
confirmed though... 


А They сап move as a team, but the new female sniper may be better used up high protecting the boys. It's your call entirely. 


| 


4 Facial mapping now lends a greater degree of realism to the series. 4 Ah, the trusted night vision. Without this and heat vision what would we do? 


On My Command 


Now your squad will only move 
into action when you tell them... 


| Order a man to gaze around the corner of a door to check if the Š: 
coast is clear, while the rest of the team remain hidden. j 


Wa can then order another man to begin moving out towards 
another door. Both men will only move on our command. 


Other team members will wait for instruction or remain with 
you until ordered to move. 


When giving orders in a warzone, position your team behind = 
something that will shelter them while you're making decisions. %72 
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A It's safe to assume that this thing doesn't want to be friends. The bad guys in The Suffering 2 will be bigger in number as well as bigger in size. 


The Suffering 2 


Don't make him angry, you won't like him when he's angry... 


x Dev: Surreal Software | 


52 Release: Spring 2005 
x Players: 1 } 


THERE WAS something visceral and nasty 
that got its hooks into us when The Suffering 
(Issue 28, 8.0) was released last year. Whether it 
was the idea of hideously mutated prisoners going 
ballistic and nailing each other to walls, or the fact 
that the script read like it'd been edited by Bernard 
Manning, we kinda fell for its hellish charms. 

It was always going to be a challenge bringing 
about a sequel though, as the first game allowed us 
to be either a good guy or bad guy. Beginning a 
second game as a defined character would annoy 
the thousands of gamers who had originally ended 
the original differently. However, Richard Rouse, the 
game's design director and writer, told us, "We've 
developed a system that allows players to continue 
their moral path from the first game. Any save from 
the first game can be used to determine the 
player's moral starting point in the second game." 

Beginning as Torque again, the sequel kicks off 
exactly where the first finished, with just minutes 
between the two in fact. Back in Torque's home 
town of Baltimore, he's up to his ever-so-slightly 
possessed demon butt in trouble. He'll stumble 
across a mysterious woman named Jordan (no, not 
her), an agent of the Foundation - a paramilitary 
organisation investigating the bizarre creatures 


БУЛ Pub: Midway | 
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found throughout The Suffering. There will now be 
an additional dozen on top of the previous monster 
styles. He'll also once again have to choose which 
moral path to take. If you ended the original game 
guilty of your family's murders, it doesn't mean you 
are forced to play as a bad guy in the sequel. The 
player can behave in a 'good' way in the second 
game, even after starting with the 'evil' beginning. 
This actually means there are a lot of different ways 
for players to experience the game with the team 
promising us three different beginnings to The 
Suffering 2, plus three different endings as well. Do 
the sums and it works out at a fairly expansive 
experience headed our way. 

On a technical note, the Suffering team is 
eager to improve upon the first game in every way. 
Everything from weapon models, grenade throwing, 
melee attacks and world navigation elements (like 
jumping and throwing) will be vastly improved. 
Torque's psychosis will also be explored in greater 
detail, with some nasty surprises thrown in for good 
measure. For those of us who want to make the 
most of Torque's Insanity mode, we're promised 
very big things - bigger than anything we witnessed 
the first time around. With ten to 14 hours of Story 
mode (and that's just along a single moral path), 
the opportunity to explode Insanity mode will really 
be played upon. With Torque's world becoming 
ever more twisted and surreal as he shifts between 
what's real and what's illusion, we may need 
all the insanity we can get. 


P 


^» Dual-wielding, Torque will send them all back to hell. The swines! 


World-exclusive First Look >. 


E 


4 Elite government guards will be in for a shock as you transform into a beast. 4 A close-up of a Slayer. Not the most pleasant creature in town. 
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Beg For Choccy Drop! | pr 


j E 2 сһоррег, ће Horde 
First rule of sequels: bigger, badder enemies | are pretty grim. 


HERE'S WHAT, in Suffering 2 terminology, we like to call a member . 
of The Horde. It's a ferocious beast that likes nothing better than : C nl 

chewing on civilian means of transport, such as this tasty-looking, rather E 

crunchy passenger helicopter. Partial to the odd human carcass as well, š 2 

this mutating lump responds well to firm training and meaty rewards 

such as Bonio or, this season's favourite, the Pedigree Jumbone. Equipped 

with several heads, each member of the Horde has a distinct personality, 

although none are particularly suited for families with young children. 

Big, red and often seen scuttling like lobsters across rooftops scavenging 

for fresh flesh, the Horde are extremely approachable, and will bound 

towards to any meatbag daft enough to get in their way. Down, boy! Sit! 
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Torque's dead wife, 
Carmen, will make an 
appearance, but beware 
- how you treated her in 
the first game will 
determine her reaction 
to you in the sequel. If 
you murdered her she'll 
(understandably) be a 
bitch; if you didn't, well, 
she'll just be your wife. 


ENCE, PEOPLE OFTEN S 


Dr Killjoy will also be 
back and up to no good. 
He'll be quite bitter this 
time around, having 
failed to cure you in the 
previous game. This 
means his methods will 
get even more bizarre 
and extreme than they 
were before. 


The Suffering 25 action 
takes place on the streets 
of Baltimore. This is 
because, according to 
developer Surreal 
Software, the streets of 
Baltimore are among the 
most violent they know. 
Hah! They should try 
living in Redfern... 


SUFFERING SUCCOTASH! DAFFY DUCK'S CATCHPHRASE ACTUALLY REFERS TO AN AMERICAN CORN DISH THAT WAS EASY TO MAKE AND CHEAP TO PRODUCE, 


4 This time around we may find а little support in the form of the shadowy movement, The Foundation. 
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Xeox 


Incoming 


All the essential news, exclusive 
- previews and latest screenshots 


from the wonderful world of Xbox 


Software lineup hints at Late 2004 release 


hat was a trickle of announcements of 

games for Xbox 2 is rapidly turning 

into a flood, with the world's largest 

games company leading the charge. 
Buoyed by recent acquisitions and a 15-year 
exclusive license to publish games based on 
American football, EA is believed to have the 
largest single software line-up ready for the Xbox 2. 
Over a dozen titles are already in the pipeline, 
thanks in large part to Microsoft's early release of 
game development toolkits. As of this writing, Sony 
and Nintendo have yet to send out these vital 
software and hardware tools, meaning that their 
trusted 3rd-party partners will have barely a year 
to create the first batch of games. 

Among the list of titles under development 
from EA are Battlefield: Modern Combat, Need For 
Speed: Most Wanted, Black, Madden 2006, 
Burnout 4, The Urbz 2, FIFA 2006, Harry Potter and 
the Goblet of Fire, James Bond: From Russia With 
Love and Marvel Vs EA. 

Activision has also begun hinting at their 
launch lineup, not coincidentally very similar to 
their PC release schedule for the coming year and 
beyond. Again, the legacy of Xbox hardware being 
based on the proven PC formula means we'll be 
seeing Quake IV, Tony Hawk's Underground 3, 
Ultimate Spiderman and Call of Duty 2 on the new 
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P019 ALIEN HOMINID P021 THE BARD SINGS AGAIN! 
P020 ROPE WITH A DOPE P022 MORE XBOX 2 GOSSIP 
Р020 STONE THE CROWS! Р022 32 BECOMES 50 


machine. It's rumoured that True Crime 2 is also 
bound for the console, a possibility that boggles 
the mind. With San Andreas fresh in gamers' 
minds, a GTA killer could be one of the very first 
Xbox 2 titles out of the starting gates. 

The new long-term publishing deal between 
Take 2 Interactive and Firaxis means that some of 
Sid Meier's vast back catalogue will be heading to 
consoles, hot on the heels of Pirates! Whether this 
means Civilization 4 is bound for Xbox 2, or we'll 
see some of his more esoteric.CiVjl War 
simulations has yet to be seen 

What does this all mean? With the first 
software titles announced for the successor to the 
Xbox, a clearer picture is emerging as to when the 
hotly anticipated console will hit store shelves. 
With Sony and Nintendo set to launch their new 
games machines in mid to late 2006, Microsoft 
hopes to capitalise on their tardiness by building a 
solid market share before the PS3 and Revolution 
go on sale. The imminent release of the above 
titles suggests that the as-yet unnamed Xbox 2 
could debut as soon as Christmas 2005, with 
release before Easter 2006 another possibility. 

Either way, Microsoft's next generation 
console is in a very strong position. The stage is set 
for the Xbox to secure the lead over the 
competition once and for all. 


^* Quake IV, perfect 
for anyone who loves 
Doom 3 (page 060) 
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^ Battlefield: Modern Combat promises multiplayer thrills for next-gen console players. 


More on-field tactics for the Second World War. Come on, they HAVE to hire Michael Ironside... | Exclusive interview with the makers of the game! 


Yes! All the features we want will be here! Well, it wasn't us. And it wasn't the Poms either. | The next big animated flick already has a game in the works! 


Take a closer look at Timesplitters: Future Perfect Bioware just keeps turning the screw with this RPG! | One of Australia's sports of choice is coming to Xbox 


Alien Hominid 
coming to Xbox 


Mental 2D blaster too cool for words 


HE'S SOME WEIRD cross breed between Invader 
Zim, that alien critter in Lilo & Stitch, and the kind 
of child's toy that gets recalled because it could put 
someone's eye out. He's the Alien Hominid, and he 
(it?) has finally been confirmed for the Xbox. Based 
on a fiendishly addictive Flash game from the 
Newgrounds.com website, this infectious new 2D 
shooter combines old-school arcade action with 
the sensibilities of today's top cult cartoon shows. 

The action is inspired by the likes of Contra 
and Metal Slug, franchises that have been 
cheapened by recent and unnecessary forays into 
3D graphics. Bright, brash colours, absurd enemies 
and huge bosses dominate each level. 

If you can't tell, we're very excited by its 
upcoming release. Kevin can't stop gushing 
about it. We've yet to confirm who will be 
distributing Alien Hominid in Australia, but it has 
been picked up for European release by Zoo 
Digital (www.zoodigitalgroup.com). 

For a taste of what four men can do when 
booze and ambition turn their retro dreams into 
reality, then check out the game's official website at 
www.alienhominid.com. And please do check out 
the video trailer; it's been a long time since we've 
seen a game compress so much mayhem into 
so little space. Ei 


Xbox turns 3 


Birthday boy celebrates with wads of cash Z 24 b. 


— 


= 
A Stay still while | perform surgery on your groin with my arc-welder. 


кщ 
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Mark down March 14 in your diaries, boys and E 
girls, because everybody's best friend is soon SEN 
turning 3. And don't worry about what to get - 

the console that has everything, as the release ; A 
of Halo 2 has caused the Xbox's wildest dreams "wc 

to come true. Having already topped a ec ; 
whopping five million sales, the most К m 
anticipated sequel in history has given Bill k "Br = = 
Gates’ dark horse an unexpected boost into *. 

the black. In the final quarter of 2004, A 
Microsoft's Xbox division actually ran at a profit. N 
Getting into the video games business hasn't 

been cheap, nor has supplying the world- 

beating Xbox Live service, now clocking at over 

1.2 million subscribers. Industry insiders widely 

believed that the Xbox division wouldn't 

achieve sustained profitability until 2007, but 

this cash injection is welcome news. Australia 

has been one of the most successful markets for 

Xbox from the beginning, and our readers 

already know why. The best graphics, the best 

games and the best online service, period. 

Happy birthday, Xbox! You've earned it. B 


= 


== + Blasting Grunts has been one of the greatest pleasures on Xbox these past three years. 
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No surprise, as in every online game, 

we knew there were going to be 
abuses from the start, which is one of the 
reasons for such detailed custom game 
support and we knew this process was 
going to be an evolutionary one. We're 
working very hard. 


Bungie wants us to know that despite 
cheats still existing on Halo 2, it is 
working to turf them out. 


The screenplay | wrote does differ in 

a number of ways from the games. | 
want to be very honest and forthcoming in 
saying that, and | know that | won't make 
any friends amongst the fans of the game 
in doing so. 


Doom movie scriptwriter Dave Callaham 
on his controversial treatment of the new 
Doom script. 


| don't believe that my eight-year-old 

daughter has a constitutional right to 
cut somebody's head off in a game that 
she plays. 


Illinois Governor Rod Blagojevich on his 
quest to have violent videogames 
banned in his State. 


Horror fans have been searching for 

the ultimate experience in gaming, 
and we intend to deliver it to them with 
the tremendous creative input of legendary 
director, George A. Romero, and Living 
Dead Productions. 


Arindra Singh, president and CEO of Hip 
Interactive gets excited about the 
prospect of a Dawn Of The Dead game 
for Xbox. 


We expect the penetration of Live 

in the next generation to be over 80 
per cent. We will put enough value into 
it to make that very, very attractive for 
people. 


Bill Gates reckons that, like this 
generation of consoles, the next Xbox 
will dominate online gaming. And that 
we like. 


Surgeons who play videogames 

three hours a week have 37 per cent 
fewer errors and accomplish tasks 27 per 
cent faster. 


Dr James Rosser Jr, a US surgeon, who 
suggests fellow surgeons should start 
playing videogames to help their hand/ 
eye co-ordination. Lawks. 


There will always be some elements 

of Live that we'll offer for free, but 
there will be significant portions of Live 
that we'll offer for subscription. And the 
subscription - what is it, $39.95 a year? | 
mean, hey! 


Bill Gates shrugs off suggestions that 
Xbox Live might be completely free in the 
next-gen console. 
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Rope À Dope 


Warming up for another chance to pummel us about the chops 


WHEN FIGHT NIGHT (Issue 27, 8.6) arrived 

last year with its unique use of the analogue 
sticks to throw punches, it turned boxing games on 
their heads. Button-bashing was gone; in its place, a 
precision slice of boxing mayhem that required the 
swift stroke of a stick rather than learning a button 
sequence. It meant real skill was involved. 

And for the sequel it turns out we'll be doing 
far more analogue stick waving than before as EA 
has introduced a system called Total Boxer Control. 
It means every aspect of the fight is now controlled 
solely by the analogue sticks. We can block on the 
move, control, pivot and throw punches, all through 
the sticks, with choices stretching as far as being 
able to perform the classic Rope A Dope, whereby 
we pretend to be pinned to the ropes while our 
opponent exhausts himself throwing punches. 

We'll also be able to fully customise our boxers 
with the stick too. The Create A Champ option will 
enable us to sculpt the look of a boxer in real time. 
Another new aspect of the analogue stick use is the 
Haymaker feature. We'll be able to build up power 
in a punch by holding the analogue stick back 
before walloping it into the face of a rival. This will 
make for some gorgeous one-punch KOs (ragdoll 
physics are back) but will leave us open to vicious 
counter shots. It's a gamble we're going to have to 
take though, because boxer recovery is no longer 
just about sitting in the corner every time the bell 
rings. We'll now have to take control of the Cutman 
to look after our boxer. We'll have to patch him up, 
water him, give him pep talks, and reduce swelling 
over his eyes that may quickly impede his vision. 

Once again EA has tweaked the graphic engine 
to produce a range of brutally real facial features 
that suffer real-time damage. Every punch landed 
will reflect the impact of the blow landed so it'll pay 
to target already bleeding areas and swollen eyes. 


^* Round 2 also features new environments. 


5 Plastic Fantastic! Look out for a bendy, fire-brea 


Stone The Crows! 


Aspects outside the ring have been improved 
too, and while EA is still tight-lipped about the lineup 
of boxers, it's rumoured to be bigger and better 
than before. A career mode will enable us to guide 
our man through every step of the boxing process 
and, with complete control over his training, diet, 
workout regime, health and morale, we could be 
looking at the most realistic boxing sim to date. 
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It's an RPG frenzy as Forgotten Realms rears its head... 


HERE'S A juicy new screen from Atari's 

creepy RPG Forgotten Realms: Demon Stone. 
Due for release towards the end of February, we've 
had the chance to peruse the code, and in spite of 
the walking dead, giant spiders, spell-casting 
maniacs with pointed beards, and a host of beasts 
wanting to kill us, we're quietly impressed with 
what we see. 

Playing as the classic Fighter, Sorcerer and 
Rogue setup, we're promised a barrage of classic 
D&D gaming. After our unwitting intrusion into an 
age-old conflict between two warring demonic 
armies of the Githyanki and the Slaad (nerdalicious), 
it'll be up to us to right our wrongs and restore order 
to the world of Faerun. We'll have a full review next 
issue, so start polishing up your elf-speak. 


Ру 


owt "Leave him alone, 
yeu filth!” - Samwise. 


It's Just A Jump To Your Left h 


Bend time about like it's made of pipe cleaners 


ATARI RECENTLY announced TimeShift, a 

time-bending FPS that, for a split second, 
had us drawing comparisons with EA's very own 
TimeSplitters. Our chin-rubbing was soon put to an 
end though, as Atari unfurled the full splendour of 
what it is calling a first-person shooter that will take 
action games in 'an entirely new direction'. Simply 
PR chatter? Maybe not. 

TimeShift will feature 30 levels, all of which 
must be traversed not only by mindless slaughter of 
enemies, but by the manipulation of time. Like in 
Blinx, we'll be able to stop and rewind the world to 
our advantage. If we wade into a room packed with 
enemies, we'll be able to rewind, toss in a grenade, 
then go in. We'll be able to use our own version of 
Bullet Time too; if a sniper has us in his sights, we'll 
be able to slow everything to a crawl and watch the 
slugs creep past. It's unclear whether time 
manipulation will be available to enemies as well, 
but every level is being designed to force us to think 
and pre-plan instead of just firing off random shots. 

With Live compatibility also announced, the 
prospect of having reversible and freeze-frame frag 
matches is very real. Alternate timelines and realities 
will throw up various breeds of the same weapon, 
including strange incarnations of traditional sniper 
guns, machine-guns, pistols and more. And because 
it's all about time shifting, we're promised a whole 
arsenal of never-before-imagined killing machines 
from all periods of time. Makes us want to fast 
forward to autumn just so we can get our paws on it. 


w EA has announced a game based on The Godfather, wit! 
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The Bard Sings Once More 


Ubisoft snaps up the acclaimed 


role-player for PAL release 


WHEN PUBLISHER Acclaim went under a few 

months back, we feared we might not ever 
see the PAL release of the widely acclaimed A Bard's 
Tale, but all that changed a few days into the New 
Year. We got wind of a rumour that Ubisoft might be 
publishing the game on these shores, and after 
giving them a ring, we can confirm that yes, it'll be 
heading our way. 

This Monty Python-esque take on the world of 
role-playing games and Dungeons & Dragons sees 
our hero embark on a quest for two simple things - 
coin and cleavage. Traipsing around the world 
(well, the Orkney Islands to be precise) like some 
jerkin-sporting dandy, we'll be able to interact with 


ink, there was almost a time we weren't going to get it. 


Easily digestible nuggets 
of key Xbox information 


AN 
OFFICIAL ay \ 
XBOX MUSITAUAN 


Microsoft was granted a patent last 
month for the Xbox 2 specs. Although 
heavily under wraps, the specs and 
patent did specify that the next system 
would feature a ‘method for parallel 
execution of data generation tasks’. This 

: 1 at all lends weight to the idea that Xbox 2 
А The environments are detailed. ^* You can slow searchlights down. will generate environmental objects 
such as leaves, water and sky, allowing 
developers to get on with the important 
things. Only time will tell! 


We may all be in the dark regarding the 
actual release of Doom 3 for Xbox, but 
id Software is going to release a 
Collector's Edition. As well as Doom 3, 
the box will contain Xbox versions of 
the original Doom and Doom II. It will 
also feature a behind-the-scenes 
documentary of Doom 3, interviews 
with the id Software team and concept 
art. Find out more details about the 
package in our exclusive feature review 
on page 060! 


^* Upset you've triggered the lights? Just turn back time... Easy. Ah, our American cousins, how we love 
them. They've just helped Sam Fisher's 


very first spin-off book reach the New 
York Times Best Seller list. It seems a 
little strange that a videogame inspired 
by a book should then inspire a book 
itself, but if it encourages Americans to 
read, that can only be a good thing. 


Juiced 
Squeezed In 


It's on its way, folks! 
OFFICIAL AUSTRALIAN 


XBOX MAE m Tir THOSE OF US who were wondering 

i і : реа: where the hell Juiced got їо will be 
pleased to hear that this ех-Асс!аїт game 
has been snaffled up by THQ. Now due for 
release in May, the game will be virtually 
identical to the Juiced code we experienced 
back in Issue 32, although THQ is hinting at 
adding the slightest spit 'n' polish for the 
game's second attempt at a roll-out. We've a 
feeling though, that with THQ behind it, we'll 
be seeing Juiced on the shelves as promised. 


mes Caan, Robert Duvall and (somehow) Marlon Brando to do the voice work. 


¢ Grog and grunts. We want. 


a wealth of characters as we go about our 
plundering. Using a dialogue system called 
'Snarkhom', we'll be able to give either honest or 
‘snarky’ responses to people's chatter, the 
consequences of which will then follow us around 
for the remainder of the game. 

A Bard's Tale has been lavished with plaudits 
from reviewers in the States, so perhaps it was 
only a matter of time before we saw the game 
released over here. It's good news either way 
though, as we'll once again be able to embark on 
another daft RPG adventure - and one that comes 
just as we're all suffering from a bad case of Fable 
(Issue 32, 9.7) withdrawal. 


= ج 


А Juiced - coming out of the pits finally. 
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2X, BAWDY BARD: APPARENTLY WILLIAM SHAKESPEARE WAS THE ELIZABETHAN EQUIVALENT OF A ROCKSTAR, SOMETHING OF A CELEBRITY WHO'D BE INVITED TO ALL THE HOTTEST COURT PARTIES. REALLY. 


E Xbox Live News 


xeox LIVE | 


The web is running wild 
with Xbox 2 speculation 


DEVELOPMENT rumours are rife 
l4 this month, with many atop ` 
developer supposedly beavering away to 
bring us next-gen goodness. First up it's 
been reported that Blinx developer 
Artoon is working on an RPG for Xbox 2 ` 
following a job post on its website. It 
confirmed via the site that an original 
RPG title was on the go, and because of 
Artoon's links with Microsoft we think 
it's safe to assume we'll see it on Xbox 2. 
Meanwhile, a development team 
known as Digi-Guys has been showing 
off its next-gen effort, WarDevil. It looks 
like a highly polished blend of Doom 3 
and Halo 2, and the first scraps of 
concept sketches, environments and 
character models are breathtaking. Head 
to the website - www.wardevil.com - 
апа feast your eyes on what could : 
possibility be an Xbox 2 launch title. = 
- . Swedish developer Starbreeze 
responsible for the stunning Riddici 
also supposedly at work on a nextgen ` 
- title, with suggestions that it will Бе — 
- adapting cult comic The Darkness. Th 
- Darkness has a current print sale tally 
= Topping. < million so it'd make great 


^. The Conflict boys - coming to Xbox 2? 


Although the team remained tight-lipped, 
they spoke excitedly about the prospects 
of having Conflict come to Xbox 2. There 
is a lot the team are looking forward to 
achieving through Xbox 2, ranging from 
vastly improved Al, to little things like 
explosion decals that remain in place 
throughout the game. It's not a cert, but 
we reckon the team is probably well on 
its way to bringing us a next-gen title. 
Samsung Electronics began shipping 
the world's first 512-megabit (Mb) GDDR3 
memory device this month. The device is 
the most advanced graphics double-data- 
tate synchronous DRAM available for 
graphics card makers, and although that 
may sound like gobbledegook, it's good 
news basically. Operating at up to 
16Gbps, it'll supposedly be faster than 
any other graphics memory on the 
market with at least twice the ded of 
any current card. 
Just as we were going to press, the 

much anticipated ‘announcement’ of - 

` Xbox 2 by Bill Gates at this year's CES ` 

_ failed to materialise. Guess we'll have to : 

_ майа little. bit pues then... d' oh! : 
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ONLINE ENABLED 


Black Hawk Down 


And here's us being happy with 32 players... 


WE WOULDN'T believe it had we not played 

it ourselves, but the forthcoming Delta Force: 
Black Hawk Down isn't going to cater for 32 players 
on Live, but 50. It takes a stretch of the imagination 
to picture 50 players online simultaneously, but like 
we say, if we hadn't experienced it ourselves, we'd 
laugh off the idea. Thanks to Novalogic's two giant, 
purring dedicated servers, this is precisely what 
we'll experience come the game's release. 

With bungie.net-style stat-tracking and 
comprehensive breakdowns of kills, moves, 
matches played and clan stats, Black Hawk Down is 
shaping up to be a massive online experience. The 


A With 50 foes, every car will contain an enemy... probably. 


AFTER ANNOUNCING that the next 

Commandos game would be a first-person 
shooter rather than the usual top-down affair (see 
First Look, Issue 35), it was hardly any surprise 
when we went snuffling around that Strike Force 
would be fully equipped with Xbox Live as well. 
And, as slim as Live information is at the moment, 
we've uncovered a few titbits that extend to far 
more than just your usual 'deathmatch' options. 

Commandos Strike Force will in fact not be an 

isolated game, but 'part of something else', a larger 
picture into which it fits as a title. Whether this 
means it acts as a starting point for online 
adventures, or part of a series of different titles has 
yet to be made clear, but when Strike Force's 
project leader José Manuel García tells us that there 
will be two multiplayer modes 'completely different 
to anything done before', it really stirs up those 
juices of excitement. 


^ Strike Force: bigger than we know? 


Preparing To Strike 


First they go first-person, then they go Live 


levels have been crafted to accommodate both 
small parties, plus the full quota, and while there 
was every chance the matches could go into overkill 
(relying on sheer numbers rather than actual skill to 
notch up the kills), the game treads a careful line, 
ensuring that skill is the main factor behind wins. 

We felt the Novalogic guys were just hustling 
us, especially as we were pretty high up in the game 
rankings (the only game coming 11th will ever be 
acceptable in), but once we're on a level playing 
field without developers joining in, we could be 
looking at one hell of a Live experience. It'll certainly 
be the biggest, that's for sure. 


^ Black Hawk Down again and again and again with 50 men. 


On more familiar ground, Commandos Strike 
Force is confirmed to support eight players online, 
with four different game modes on offer. Two 
modes will be deathmatch and team deathmatch, 
the other two are those afore-mentioned top-secret 
super-duper modes we're not being let in on just 
yet. Rest assured though, just as soon as we 
discover the identity of the other modes (through 
forced extraction or otherwise) we'll let you know. 
Watch this space. 


А We'll be able to destroy lots of enemy vehicles, but can we do it on Live? 


^. Want a team full of Elton John worms? This time whatever сап be imagined can be created! 


Wriggling Forth 


Another dose of the Worms so soon? You betcha 


THIS, WE'RE informed, is the true sequel to 

Worms 3D (Issue 21, 7.3), a return to the core 
elements of what made Worms great in the first 
place, with ‘none of that fort building’ we were 
expected to master last time round in a game 
which, it turns out, was little more than a sideline. 
Do you remember Worms Pinball? Well apparently 
Worms Forts: Under Siege (Issue 35, 8.4) was this 
gen's Pinball. 

Stripping back the game to its roots, but 
keeping that delicious Live connection, Worms 4: 
Mayhem is finally going to give us all exactly what 
we're after. More worms, more weapons, and the 


I Call It The Frazzacator 


WHEN WE'RE creating our weaponry, we'll be able 
to decide exactly what it is we're firing, plus the 
vehicle by which it is delivered. This chopper can 
drop a payload of loo rolls in clusters of five (fully 
customisable, of course), and we can even add a 
timer device allowing our cargo to spill out before 
going off. Of course, wind will be a factor, so we can 
alter both the land damage and blast strength before 
taking off. This is just one page of options; imagine 
what we'll be able to do once the game is complete! 


Blast Strength 


«4 Psoe1 ) 


"а‏ د 
Create your craft then unleash it.‏ *^ 


chance to do what we've so far been unable to 
achieve - fully customise our gang. We'll be able to 
create, for the first time, our very own weapons, 
and design our worm appearance, an ideal new 
factor for gaming clans. 

We'll be able to import our own weapon and 
character designs. New weapons will include 
exploding toilets, an aerial loo roll drop, plus the 
possibility of a trained monkey that will climb into 
enemy encampments and cause havoc. Custom 
worm designs include bunny ears, grandad caps 
and police uniforms, with hundreds of variations on 
jewellery, glasses and accessories running. This 
means each clan will be able to adorn their worms 
with unique clothing, throw them into a fight with 
weapons the enemy is unable to deflect, and cause 
a lot of mayhem. Coming towards the end of the 
Autumn, Worms 4: Mayhem could be the 
ultimate Worms title we've been waiting for. E3 


А Spectacular new explosions will come as standard. 


Xbox Live News 


XBOX LIVE ONLINE ENABLED 


"Hey Bennett - let 
off some steam!" 


Steam has divided PC gamers. Steam has 
pleasured many, and infuriated many more. 
Steam invades your PC, takes over your 
bandwidth, and downloads software without 
your permission, or even your knowledge. To 
some, Steam is the devil incarnate, but they 
deal with it because it's the only way to enjoy 
Half-Life 2. Without an Internet connection, 
without registration, Half-Life 2 won't even 
run, even if it's new, straight out of the box. 
Once tied to your email address, Half-Life 2 
cannot be lent, traded or sold - or even used 
by you, should your email details evaporate. 

It sounds harsh, but it's only the 
direct enforcement of the End User License 
Agreements that have been attached to every 
video game for the past decade or so. You 
know, those boring black and white legal 
pages at the back of the game manual, or the 
window that makes you click on the “I Agree" 
button before it lets you install a PC game. 
Strictly speaking, Steam is within the law. 
You can't sell your used copy of HL2 down 
at Cash Converters because of an implicit 
legal agreement you consented to when you 
bought the game. 

Steam is legal - but is it fair? The 
reasoning that it will inhibit piracy is false: 
those Eastern European WaReZ masters are 
already churning out bootlegs. The assertion 
that software cannot be re-sold goes against 
the will of the public - you'd only be slightly 
less likely to see someone prosecuted for 
jaywalking. And the very idea that involuntary 
software updates are for the good of the user 
is spurious. What if you're in the middle of 
something - like playing a game? What if 
you're pushing the limits of your hard drive 
space, or your download limit? 

What if you've got a dozen other 
programs on your system doing the same 
thing? These are all important questions we 
must ask as the age of the Xbox 2 draws 
near. Automatic updates are fine when your 
console can only do one thing at a time, and 
being able to pick and choose from extras 
that cost extra is quite agreeable. But what 
if every game on your system is banging on 
the download door, all at once? What if the 
pressure becomes too much? 

Even on a next-generation game 
machine, it could be enough to blow a gasket. 

Or a valve. 


Sharaz Jek is an independent journalist. 
His views do not necessarily reflect those 
of the Official Australian Xbox Magazine. 
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Incoming Preview 


Maps made in heaven 


Map-making tools exposed 


WE'VE BEEN playing with Future 

Perfect's much-hyped map-making 
tool this month, which, as well as being 
mildly confusing, is also incredibly powerful. 
Our early efforts have varied hugely in 
quality, from slate-grey corridors to multi- 
story abattoirs with tasteful decor and 
wonderfully appointed sniping positions. 
Regardless, it's abundantly clear that the 
Live community is about to be gifted with a 
toolset that could bring about a revolution 
in Xbox shooting. 


FICIAL AUSTRALIA _й 7 | 
ООХ MAGAZINE iig ; » 


© ж GBack 


Select 


^ Future Perfect never lets up, from explosive start to earth-shaking finish. 


TimeSplitters: Future Perfect 


The future's bright, the futures (pretty much) perfect 


СУ? Dev: Free Radical S7] Pub: EA 


> Live: 2-16 players 

` = 
Players: 2-16 S.Link 

80 


Release: March 2005 
©2 Players: 1-4 Split 


Percentage Complete 100 


unafraid of wearing its influences on its 
sleeve. At times you'd swear you were playing the 
fun-sized younger brother of Halo 2 (Issue 34, 10). 
And then the smoke clears and you're thrown, 
yelping and panting, headlong into a furious Half- 
Life 2 premonition. Seconds later you're sneaking 
through what appears to be Castle Wolfenstein, 
then the original GoldenEye, then Resident Evil. 
In effect what you're looking at here is a Greatest 
Hits compilation of first-person shooting. Now 
That's What We Call Disembowelment: Volume 
One, anybody? 

Where Future Perfect really comes into its own 
is in its ability to tie these separate strands together 
into a cohesive whole. Previous TimeSplitters titles 
have been weighted very much in favour of (offline) 
multiplayer yucks at the expense single-player 
action. But not so Future Perfect. The addition of a 
much chunkier storyline, allied to the inclusion of 
decent cutscenes for the first time in the series’ 


TIMESPLITTERS: FUTURE Perfect is a game ee, % 


ANYA: Oh niy!-The poc 


E 
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^* Shoot the zombies, in the face if possible, before they get the girl. 
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history, helps massively to prolong its shelf-life for 
solo gamers. 

The result is an engaging, fast-moving playing 
experience that leaps from setpiece to setpiece with 
barely a pause to reload. A gunfight on top of a 
speeding train gives way to a shoot-out with 20-tons 
of angry helicopter; a chase through a haunted 
mansion leads you by the gun barrel into a scrum 
of groaning zombies, then face-first into a semi- 
impossible rescue mission. Like a plutonium- 
powered toy rabbit marooned on a giant Chinese 
hot-plate, Future Perfect never stops moving. 
Frankly, it's exhausting. 

The multiplayer component is every bit as 
demanding. Of the dozen or so modes we've been 
able to play thus far (the alluringly named Monkey 
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^* Squint a bit, and Half-Life 2 just came early. 


Assistant remains tantalisingly out of reach), Shrink 

is comfortably the most pleasurable. Here, players 

are punished for poor performance by being shrunk 

down in size for every injury sustained, while crack- 

shots are rewarded by sudden growth spurts. It's 

evil, it's grossly unfair, and, for the time being at 

least, it's keeping us from our lunchtime games of 

Pro Evolution Soccer 4 (Issue 34, 9.4). Excellent. 1 
In soundbite form, Future Perfect is Halo 25 ! 

slightly uglier, slightly funnier sister. Though unlikely SB D d 

to represent a serious long-term challenge to Master 

Chief's total domination of Live servers worldwide, 

it clearly has the potential to establish itself as a 

viable alternative for the non-Halo-minded. 


E3 ^* You know the drill by now: shoot then move, then shoot, then... 


BEYOND THE LIMITS OF MANKIND 


MA15+ 


MEDIUM LEVEL 


ANIMATED VIOLENCE ШЕЙ PlayStation.e 5 
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oration in the United 


Easily digestible nuggets 
of key Xbox information 


Worried about the future of Microsoft's 
sports titles such as Links, Amped and 
Top Spin? All three were in jeopardy 
when Microsoft announced it was no 
longer publishing the titles, but it looks 
as though help is at hand. Take-Two has 
acquired Indie Built, the Microsoft 
internal development studio which made 
the games, and will oversee the future of 
the titles. They may no longer be Xbox- 
exclusive, but at least it looks as though 
we'll get to see sequels. 


Big changes in the world of corporate 
shenanigans saw EA buy a juicy fat 
chunk of Ubisoft last month. The French 
company had 19.9 per cent of its shares 
snaffled up by the gaming giant, which it 
described afterwards as a “hostile” 
takeover. Bad news for Ubisoft perhaps, 
but good news for EA. What this means 
for us gamers is still uncertain, and with 
EA giving us a “no comment" on the 
issue, we only hope both companies will 
still continue to bring us top quality titles. 


Fluffy, doe-eyed game characters are in 
for a kicking with the announcement of 
Majesco's forthcoming romp Raze's Hell. 
Set in a fantasy world overrun by 
fiendishly cute creatures, the game 
follows the exploits of Raze, a monstrous 
anti-hero who takes a no-nonsense 
approach to stopping a wave of adorable 
characters to restore his planet to its 
naturally hideous state. "Anyone who 
has been driven crazy by the cloying 
sweetness surrounding some of today's 
popular characters will appreciate the 
ultimate goal of this hilariously gruesome 
game," said Ken Gold, vice president of 
marketing for Majesco. 


Brazil wins the Cup! 


CONGRATULATIONS to Thiago Carrico de 

Azevedo of Rio de Janeiro, Brazil, the first 
FIFA Interactive World Cup winner. The 21-year- 
old beat Matija Biljeskovic of Illinois, USA to take 
the coveted title. Azevedo will be honoured at 
the FIFA World Player Gala, at the Opera House 
of Zurich. He will be presented with the FIFA 
Interactive World Player 2004 award alongside 
the FIFA World Players 2004. He won 3-2 through 
a combination of impenetrable defence and 
explosive attacks. No sign of the Australian rep. 
Still, at least the Poms didn't win, eh? 


4 FIFA winner Thiago Carrico de Azevedo! 
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According to my sewer-dwelling E NN 
minions in Hollywood, another game-to-movie 4 
conversion is on the cards. Apparently, 
Paramount Pictures has snaffled up the rights to 
produce a movie based on Splinter Cell. Very 
Bad Things director Peter Berg is rumoured to 

be attached to the project, with original Splinter 
Cell story writer JT Petty up for script duties. 


| discovered recently that BioWare is up to no 
good. When it's not developing more precious 
software to suck dry my bank account, it seems 
the team is already in the planning stages of 
Jade Empire 2. Both producer Jim Bishop and 
art director Matt Goldman have hinted at the 
game's development, but both have added that 
the sequel "hasn't been announced yet". Hmm. 
Not announced, but possibly in development... 


My sources are going off the wire with news 
that maybe EA is ready to give up the Madden 
name for its NFL games. The rumour suggests 
that because EA has recently signed a five-year 
deal with the NFL, it no longer needs Madden 
to support it. Paying royalties for no reason 
would waste money so it seems logical, but is 
it true? EA has given me an 
official response along the 
lines of “EA does not 
comment on rumours." 
This could be one to 
watch, methinks. 


p 


‚4 
9.34 gut! 


N 


Delving into enemy territory to bring you 
all the gossip from the world of games 


4 Jade Empire: could a sequel be on the cards? 


Splinter Cell: a 


Whilst tinkering as a greasemonkey at my local 
second-hand car dealer, | heard an interesting 
piece of gossip. It looks as though Street Racing 
Syndicate will be making a move to Europe as 
Hip Interactive announced this month that it had 
acquired the rights to publish the PC version in 
the PAL territories. This could well lead to an 
Xbox conversion later in the year, 
and I'll have all the news once 
L manage to drug a few 
willing blabbermouths... 


р € Street Syndicate 
Racing: on its way? 


A Call of Duty: Finest Hour 


EB GAMES PRE-ORDER PROMOTION 
Put down a $10 deposit on either 
Mech Assault 2: Lone Wolf, Splinter 
Cell 3: Chaos Theory or Star Wars: 
Knights of the Old Republic 2: The 
Sith Lords at any EB Games and get a 
massive $20 off the final price of the 
game. Offer open for a limited time. 


AMPED 2 

Publisher: Microsoft 

Was: $69.95 Now: $49.95 
Available at: Everywhere 

The classic snowboarder becomes even 
more affordable. 


A MechAssault 2 


CALL OF DUTY: FINEST HOUR 
Publisher: Activision 

Was: $99.95 Now: $69.96 
Available at: Everywhere 

WWII Action doesn't come much better 
than this. A bargain price for a worthy 
addition to your collection. 


CHRONICLES OF RIDDICK: 

ESCAPE FROM BUTCHER BAY 
Publisher: Vivendi Universal 

Was: $99.95 Now: $57.84 
Available at: Dick Smith Electronics 
This is a sleeper hit that no shooting 
fan should miss. 


^ Burnout 3 


BARGAIN OF 
THE MONTH 


BURNOUT 3 TAKEDOWN PRICE 
CRASH! 

Publisher: EA Games 

Was: $99.95 Now: $49.95 
Available at: Everywhere 

The game that re-defined and led this 
generation's family of arcade racing 
games has hit a bargain price point. 
For those of you who don't already 
own it, do yourself a favour and buy 
this game right now. You won't be 
disappointed. 


HELIS WANTS HIMI 
“HEAVEN: W 


EIM 
EARTH NEEDS u 


CONS TAN 


THE VIDEOGAME 
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WWW.CONSTANTINEGAME.COM 


GAMES studios DC COMECS 
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Jade p 


We slice and dice our way through BioWares new ВЕ 


4 Dev: BioWare Қр Microsoft | 
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IF THERE'S ONE thing developer BioWare 

knows how to do, it's how to make each of 
its games better than the previous one. We were 
invited to BioWare's studios in Edmonton, Canada 
(where the weather was colder than your girlfriend 
after forgetting her birthday, anniversary and 
Valentine's Day all rolled into one) to play through 
Jade Empire, its latest stunning-looking RPG, and 
see for ourselves what all the fuss was about. 

The first thing that struck us was that Jade 
Empire certainly lives up to its cinematic 
inspirations. Mythical China (BioWare's first 
completely original setting for a game) has never 
looked so gorgeous, and these lush visuals really 
help to create a fantastic atmosphere. Tranquil 
villages like Two Rivers are picturesque and 
peaceful, and provide the perfect starting point for 
our hero's quest. The Land of Howling Spirits is an 
ominous, imposing mountainscape where only bad 
things can happen, whilst the ethereal, floating 
Imperial Palace is a magical sight to behold. The 
game was designed using.a new graphics engine 


built specifically for Xbox, and BioWare is the first to 


admit its game wouldn't be able to run on any 
other console. Rim lighting and pixel flare look 
awesome, and each character now has an 
astounding range of facial animations. 

But as Paris Hilton will tell you, looks will only 
get you so far. And whilst Jade Empire doesn't need 
to release seedy Internet movies to get noticed, 
these elements are concentrated on telling an epic 
story. The game walks the same path as BioWare's 
stellar Star Wars KOTOR (Issue 20, 9.5), though 
combat is significantly deeper and enhanced. As 
opposed to turn-based combat, the life-enhancing 
scraps (literally) are now played out in real time. 

Jade Empire's massive amount of character 
customisation completely blew us away as well. 
There are 18 different fighting styles to rumble with, 
and there's a vertiginous depth to each one. 
Because of choices you will have to make 
throughout the game, your character can be shaped 
to swing towards either good or evil allegiances. As 


mN 


^* Enemies come in all shapes and sizes in Jade Empire. 


a result you can choose to concentrate on several 
particular styles, growing immensely strong in each, 
or instead spread your bets and become reasonably 
adept in a broader number. 

After battering an opponent you're obviously 
rewarded with XP, which translates into upgrade 
points. These can be used to tweak all the different 
aspects of each style, like damage and speed. With 
the ability to fight several characters at one time 
(switching between them via the triggers), after a 
huge bout the accumulated points mean your hero 
will be tougher than Popeye after falling headfirst 
into a vat of spinach. > 


HAPPY TALK 
Despite the amount of 
hectic action, the strong 
RPG element means 
conversing with a whole 
host of NPCs to both 
further the story and 
reveal clues of hidden 
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4 Ice magic is great at a distance for ranged attacks. 


areas and sub-quests. 


4 Switch fighting styles with the D-pad to draw your sword. a < 


JA 


AFTER THE opening chapter, we 

learn our hero is a Spirit Monk, 
part of a race thought to be extinct, 
and one that can command huge 
amounts of magical energy. Players 
have the choice of aligning themselves 
with different elements, which will 
have an effect on what magic they can 
perform throughout the rest of the 
game. Favour the fire element and 
you'll be able to conjure up fearsome 
fire demons. Use these against your 
foes, though obviously enemies who 
also have an allegiance to fire will be 
impervious to your attacks. 


> What really spiced our rice however, was 
how the fighting transformed the game from an 
engrossing RPG to a frantic beat 'em up in a split 
second. Combat is refreshingly straightforward, with 
simple attacks, special attacks and a block offering 
loads of different combos. Special attacks are 
slower, yet a lot more powerful and, as we found to 
our amusement, cannot be blocked. But of course 
this works both ways and, as we found to our 
chagrin, take a precious few seconds to prepare for, 
leaving you open to an easy counter attack. 

Magic provides a wealth of ranged attacks, 
though different types are useless against certain 
foes. Your character has the quick option (via the 
D-pad) of seamlessly switching between four styles 
of fighting at any other time. We found this to be 
pleasingly simple, and the intuitive controls really 
help to create a complex yet accessible experience. 

It's often vital to switch styles when facing 
multiple enemies of different composition. It's easy 
to hack away at mortal opponents with say, the 
Legendary Strike hand-to-hand technique, or use 
the devastating Dire Flame magic attack to take out 
several at once. However, once undead enemies 
show up, players need to perform more 


ES 


^. It's completely up to you to choose which magical styes your character will learn and hone throughout the game. 


concentrated attacks. We assigned the Leaping Tiger 
technique to our character, and soon found the 
spirits levelled with this slower yet more measured, 
and hence more powerful technique. As a result 
there's a surprising amount of tactics and strategy to 
each fight - think Ninja Gaiden's (Issue 27, 9.5) 
smarter, older brother. 

Blocking is just as vital as in any other beat 'em 
up, and now as opposed to merely standing around 
and hoping for an enemy to miss when it's his turn, 
players must actively block and evade an 
opponent's attack. Ranged attacks must be rolled 
around, and when an enemy starts winding up for a 
special attack (by ominously glowing), it's time to 
get outta there sharpish. 

As Tina Turner warbled, it takes two to make a 
dream come true, so BioWare has included the 
option to recruit followers along your quest. You'll 
have instant access to one follower for the majority 
of the game, though players can at any point throw 
down their car keys and swap partners whenever 
they like. Each follower is obviously adept in a wide 
variety of fighting styles, so each has their uses at 
different points in the game. Again because of the 
open-ended gameplay, however you align yourself, 


Elements of Style It's not just the Spirits in the Sky our hero has to worry about... 


...particularly against 
multiple enemies. 


А The fabled YMCA attack is stunning. 


followers will react differently towards 
you, and in some cases refuse to join 
your cause if they disagree with your 
ethics, or lack of them. 

We're very excited by Jade Empire. 


After working through the first section of the 
game it's clear there's a ton of replayability 


here, and with no two game experiences 
ever the same, it's unlikely you'll ever 


become jaded by this imperial epic (fired - ed). 


Full review and playable demo soon. 


+ 
А It's pointless trying to block special attacks. 


a” 


I KNOW KUNG FU 
BioWare drafted in real 
martial arts experts and 
actors from as far afield 
as China to provide the 
motion capture material 
for all the different 
fighting styles. It shows 
too; combat looks 
incredibly smooth, fluid 
and realistic, even during 
frenetic battles. 
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TO PLAY JADE EMPIRE. WHEN HE LANDED IN EDMONTON HE FOUND THE CURRENT TEMPERATURE OF -32 DEGREES CELSIUS TOO COLD TO VENTURE OUT IN. AND HE'S GOT HIS OWN LAYER OF HAIRY INSULATION TOO. 


2X. BRASS MONKEYS: ANDY TRAVELLED ALL THE WAY TO ALBERTA, CANADA 


Chaos has erupted throughout the galaxy. As leader of an elite squad of 
Republic Commandos, your mission is to infiltrate, dominate, and ultimately, 
annihilate the enemy. Your squad will follow your orders and your lead, 
working together as a team - instinctively, intelligently, issu You are 
their leader. They are your юге : | 


STAR.WARS — 


REPUBLIL 


“IMPRESSIVE VISUALS AND 
PERHAPS THE SMARTEST 
SQUAD AI EVER SEEN!” 


—Gamelnformer Online =. 
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INNOVATIVE 
SOUAD CONTROLS 
With intuitive and smart 
squad commands, the 
simple touch of one 
button easily controls your 
squad to perform complex 
commands and strategic 
manoeuvres. 


BATTLE RELENTLESS 
ENEMIES 


а With а dozen weapons to 

f choose from, battle a variety 
© of highly intelligent and 
deadly enemies — from brutal 
Trandoshan mercenaries 
= to the flying insectoid 
warriors of Geonosis. 


z= MULTIPLE — 

27. ENVIRONMENTS 
%7 &MISSIONS : 

~~ Play over 15 levels of 8 
g — varied alien environments 
— . fora selection of unique 

: single/multiplayer modes. 


= — PRELUDE TO 

E EPISODE Ill 

} Encounter new vehicles, 
locations and enemies 
from the upcoming film. 


Xbox Live™ requires broadband internet service, connection via Ethernet cable (not included) and Xbox starter 
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DESTROY CRATES 
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YA De: Lucasarts JSA Pub: Lucasarts] 
X Release: March 2005 ме 2-16 players | 
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How did Republic Commando соте about? It's not 
what you'd call a ‘typical’ Star Wars game, is it? 
There were several inspirations that all worked 
together to shape what Star Wars: Republic 
Commando is today. The first goal was to make a 
great Star Wars action shooter in the tradition of the 
original [PC title] Dark Forces. Secondly, we wanted 
to present the military side of Star Wars in a dark 
and gritty style that put gamers in the Clone Wars as 
an elite soldier. But the final inspiration, and 
probably most important, was to create a squad- 
based gaming experience that was action-packed 
and extremely easy to use. The result of that goal is 
that we've introduced an innovative new system 
which allows players to control their squad with the 
touch of just one button. 


We were told once that ‘the squad’ in Republic 
Commando is the strongest weapon in the game 
- what exactly does this mean? 

We've created an experience where the squad is so 
easy to use, and yet so powerful when used wisely, 
that we believe gamers will find their squad to be 
the best weapon in the game. Just like using a gun, 
interacting with your squad is about looking at your 
target and clicking a single button to get a result. 
Whether you are putting your squad in sniper 
positions, hacking into a security panel, planting 
explosives or breaching a door, it is all achieved 
with the single click of a button. 
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4 Geonosians will jump at you from great heights so m 


ake sure you kill them. If a hit is too close they'll splatter over your visor! 


Star Wars: Republic 


Commando 


Strong with the Force this one is. We fall in 


for squadron leader Chris Williams, producer 


of Republic Commando... 


It must have been tempting to follow the lead of 
the likes of Rainbow Six 3 (Issue 22, 9.3) and Full 
Spectrum Warrior (Issue 28, 8.9), though. Surely 
they've had some influence? 

Of course we've looked at those games, but the 
instant you play Republic Commando you'll realise 
that we've created a squad experience that is 
unique and fresh. When working with your squad 
you never have to pause the action, bring up some 
clumsy interface, or worry about babysitting your 
squad. The squad Al is extremely smart and will 
respond to not only your commands, but also your 
actions. They key off your movement and, like elite 
soldiers, are constantly evaluating the situation and 
making smart tactical decisions. 


Is it vital that we work as a team or can we go it 
alone? Will we be given a choice? 

Your squad is with you for the majority of the single- 
player experience, and that is a really good thing. 
We've introduced an innovative revive mechanic 
into the game where you can revive incapacitated 
members of your squad, they can revive each other, 
and they can even revive you. So, unless every 
single member of your squad has gone down, you 
are still in the fight. When the going gets tough and 
you take a blast to the chest, you'll have one of your 
guys by your side to get you back into the action. 
This creates an experience of more intense action 
and less restarting of the level over and over again 
just because one of your squad-mates went down. 


When is Republic Commando set during the Star 
Wars history, and will we end up seeing anything 
from Episode Ill in there? 

It takes place between Episode Il and Episode III, so 
you will start off in some familiar locations from the 


A Chris Williams. 
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^* Your squad will happily strangle enemies. 


films we've all seen. However, over the course of 
the game you will be introduced to new locations 
and characters from Star Wars Episode IIl: Revenge 
of the Sith. One of the most exciting previews to 
Episode Ill is that you'll fight alongside Wookiees on 
their home planet of Kashyyyk. You'll also get a 
sneak peak at General Grievous and fight several of 
his bodyguards, who are very tough to take down! 


Tell us about the game's Live options. We're 
going to be able to play in clans online aren't we? 
Republic Commando delivers an extremely fun and 
polished online experience for Live that is exactly 
what fans have learned to love. With gameplay 
modes like Deathmatch, Team Deathmatch, Capture 
the Flag and Assault - all situated in beautiful and 
well-balanced maps - gamers will get hours of fun 
long after they have finished the lengthy single- 
player campaigns. Players can customise their 
character by choosing different skins and fight with 
their choice of over a dozen unique weapons. 


Talking of weapons, we've seen a shotgun. Tell 
us it's not really a shotgun. Do you think that will 
go down well with fans? 

Ah, yes! Well, it might look and feel like a shotgun 
to us folks who don't live in the Star Wars universe, 
but that is actually an Accelerated Charged Particle 
Array Gun. And it is so much more fun than a 
shotgun could ever be... 


Ah, we see! Aren't you worried that Star Wars fans 
will be put off by the lack of Jedi and lightsabers, 
or do you think this will add to the appeal? 

We are intentionally a Jedi-free game and we think 
this makes for a unique experience in the Star Wars 
universe. Although some fans may miss those 3> 


ШИТ 


II 
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А This annoying Roger-roger bot deserves everything he gets - namely a good killing. 


>> familiar characters, we will be introducing them 
to the unique characters that compose the 
Republic's heroic Delta Squad. With Fixer as your 
by-the-book right-hand man, Scorch cracking one- 
liners, and Sev as the silent psycho, you'll learn to 
love the banter between your three squad-mates, 
and find that they all have their own unique voices, 
personalities and weapon preferences. 


We've seen the Commandos go up against the 
likes of Trandosians and Geonosians but what 
other enemies will we face? 

There are over a dozen really unique and varied 
enemies in Republic Commando - you certainly 
won't just be fighting the same soldier over and 
over again in a different uniform! Some of these 
enemies can fly, cling to walls, or even latch onto 
your helmet and try to drill through your visor. We 
even have progressive damage on many of our 
enemies - you can shoot off the shield-arm of a 
droid, snipe off his chest plate, and then roll a 
grenade up to his feet when you've made him 
vulnerable. All the enemies are extremely smart - 
they will even throw grenades back at you, so watch 
out! From massive Advanced Spider Droids with 


missiles and cannons to the tiny Geonosian Drones, 
Republic Commando really delivers with its enemy 
design, animation and extremely intelligent Al. 


Tell us something that no one yet knows about 
Republic Commando. 

Here's a little bit of back story on the Commandos 
which certainly isn't common knowledge. Clone 
Commandos were created under the direction of 
Jango Fett, with the assistance of Mandalorian 
mercenary sergeants, to create a brigade of elite 
Commandos to act as special forces in the Republic 
Army. The Commandos were separated from the 
herd and grouped into 'pods', in a reflection of the 
native Aiwha hunting pods of the watery world. 
These pods worked, trained and fought together, 
sometimes under brutal circumstances. Their 
Mandalorian sergeants instilled in them an above- 
average sense of pride, honour and bravery. 


^ Droids can be incapacitated with electricity. 


NFILTRATE GEDNOSIAN Ú / f 


Has George Lucas seen the game up and running 
yet? If so, what does he think? 

George has seen Republic Commando and likes the 
'special forces' look and feel of the Delta Squad. He 
has given us some direct feedback on the visual 
design, voice and personality of the squad, which 
we have incorporated into the game. In fact, some 
aspects of Republic Commando - particularly the 
look and feel of our animation - have been used by 
ILM as reference for Episode III. 


Is it true that we'll be able to interact with and 
order about NPCs? It looks as though a Wookiee 
joins the party at one point - is this the case? 
You're definitely going to join forces with Wookiees 
and fight alongside them against the Separatist 
enemies. As far as interacting with them - | would 
suggest just staying out of their way before they 
confuse you for a droid and rip your arms off! 


RENDEZEDUS WITH SQUAD 


A Call in air support and droids will be taken down by your gunships. 


— 


^* Geonosians are 
fast, so blast 'em. 
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Xeox 


Incoming 


А If this is Wilko, add a plaster cast and year off for added realism. 


[Xu dr. 
А Smooth passing is 


Rough And Tumble 


EA grapples with a sport England's actually good at 


WE'VE ALREADY had one successful footy 

title on Xbox courtesy of World 
Championship Rugby (Issue 27, 8.0), and now EA is 
looking to corner another sector of the lucrative 
sports genre. Obviously being EA, all the top 
international players and teams are correctly 
modelled and represented - handy if you're familiar 
with all the South African reserve props then... 

A hefty Training mode teaches even the most 
ignorant egg-chaser the skills needed to batter the 
opposition. Gameplay is a healthy mix of bone- 
crunching brute force and twinkle-toed tactics, 


^ Hungry hippos explore for food. 


Mad World 


through a nice mix of tackling, passing and running 
with the ball. The game even allows play to 
continue after missed penalty kicks - just like it 
would in a real match. Create-A-Player, the staple of 
any EA Sports title is present, allowing you to 
manufacture a whole swanky nightclub full of beer- 
guzzling, gunshield-wearing gurners. Throw in an 
impressive Broadcast Presentation feature that 
allows you to watch any replay from any desired 
angle, all in a TV-style package, and we could 
almost imagine we were watching it in real life. If 
only we were that good. 


Where animals talk and tell double entendre-Laden jokes 


THE RECENT RASH of animated films has 

ы] done a fine job in prising the pennies out of 
kiddies' pockets, and game developers are taking a 
big bite of the cherry with tie-ins. This summer, 
everyone will be raving about Madagascar, an 
animation about a group of wild animals cooped 
up in New York Zoo, plotting a wacky escape. 

Players get to control four of the main 

characters from the film; Alex the lion, Marty the 
zebra, Gloria the hippo and Melman the giraffe. 
Each wild thing has their own set of moves and 
abilities, unique to their species, which in true 
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adventure style can be upgraded throughout the 
game. Alex has a nasty claw attack, Marty a stealthy 
crawl, and so on. There’s no word yet if the actors 
(including Ben Stiller, Chris Rock and David 
Schwimmer) who provide the voices for the film 
will actually be in the game, but if they're not we're 
sure the sound-a-likes will do a damn fine job. 
Bizarre we're sure you'll agree, but with The 
Incredibles putting in a very strong performance in 
the multiformat charts over the last couple of 
months, don't rule out Madagascar doing the 
same. Look out for the game on its release in May. 


^* Alex the Lion has tons of courage. 


WERE TARGETING .- ep ا‎ ts 
- YEAR 12 MATHS STUDENTS. "n 


get 


If you have a passion for flying, you could command anything from 


skills and.all the training necessary to become a Navy, Army or Air Force Pilot. 
fighters, strike bombers and transport aircraft, to armed reconnaissance, 


If you have at least Year 12 Advanced Maths and English, are coordinated, 


highly motivated and meet Defence Force entry requirements, we've got 
Initial assessment and testing puts you under no obligation to proceed you in our sights. 


with your application. However, if successful, we'll provide you with the 


transport and anti-submarine helicopters in the Navy, Army or Air Force. 


So call 13 19 01 or visit www.defencejobs.gov.au/aviation 


PILOTS WANTED. CALL 13 19 01. WWW.DEFENCEJOBS.GOV.AU а. <li —@& 


RESIDENT EVIL: APOCALYPSE 


RRP $29.95 


THE FIRST RESIDENT EVIL movie was a 
mixed blessing. It was a fine homage to the 
games, yet didn't really boast enough 
undead action to be classed as a zombie 
movie. Apocalypse corrects this oversight, 
bombarding the protagonists with 
monstrous victims of the T-Virus right from 


the get-go. It has its own problems, however. 


RRP $34.95 RATING M15+ 


IT'S EASY TO see where Tom Cruise 
picked up his acting skills, given that 
playing fighter ace Maverick often left 
nothing beside his eyeballs exposed to 
the audience (see picture). For our 


younger readers, this collection will serve 


as a double-disc time capsule from the 


days when Big Hair and synth-heavy rock 


RATING MA15+ 


TOP GUN: SPECIAL EDITION 


Really a subset of the disaster movie genre, 
the quintessential zombie flick requires 
sustained dramatic tension, a trait this 


sequel has cashed in for flashy and frequent 


stunts, explosions and screaming matches. 
The main character has ill-defined super 
powers. With everything blown out of all 
proportion, the overall impact is lessened. 


were America's secret weapons in the 
Cold War. Bountiful extras include a 
commentary starring master blockbuster 
producer Jerry Bruckheimer, plus some 
vintage music videos, and all the behind- 
the-scenes action you can get a missile 
lock on. Goose? Goose?! 
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To put it another way, everything looks 


fake, even though the extensive extra 


documentaries on the disc claim that most 
stunts were done with little or no CG. The 
corporate conspiracy plot is very 1990s, with 
impossibly cynical and omnipresent suits 
blowing up a whole city just so they can get 
Milla Jovovich into a fight with a towering 


LABYRINTH 


RRP $49.95 RATING PG 


ANOTHER GUILTY PLEASURE for spawn of 


the 80s, this children's movie is way 
above par. More than a mere distraction 
for young minds, it performs the classic 
fairy tale function of defusing fears of the 
adult world through an engaging 
narrative. As Sarah explores an endless 
maze to rescue her brother from the 


gumless mutant. Some great performances, 
and amazing character realisations 
(particularly of Jill Valentine), and the 
commentary tracks are always a goldmine 
of intended and unintended gags. There's 
much more action than the original, but it's 
far, far stupider. Depending on what you 
want, that's either very good, or very bad. 


Goblin King (David Bowie!), she 
encounters some of the finest puppets 
Frank Oz ever created, whilst making 
friends, learning responsibility, and 
enduring the odd musical number. Extras 
include a documentary, image galleries, 
and what looks like a ferret down the 
front of Bowie's tights. 


You can hardly see the wires! 


ZHANG YIMOU TAKES us on a whirlwind tour of 9th century China, 
in a costume drama where the stars don't act so much as they fight - 
and it's more dancing than fighting, really. Hollywood has some 
institutionalised practices for ruining anything to do with kung-fu: 
the excessive dialogue of the The Wachowski Bros, Tarantino, et al, 
afros, bad dubbing etc, but getting the product straight from the 
source has its perils too. Traditional Chinese sword-fighting epics 
have their own alien concepts of cinematic romance, use excessive 
wire-work, and they can drag in both senses of the word. 


APPLE 
IPOD PHOTO 


RRP $799/$949 


The iPod has revolutionised how well-heeled people listen to music 
on the go, and now it will do the same for showing off happy snaps. 
With a 40 or 60 gig hard drive, you can show off oodles of your 
favourite pictures in glorious 65,000 colour glory. The flashy screen 
makes the normal menu functions easier to use, too. 


SANDISK CRUZER 


MICRO MP3 COMPANION 


RRP $122 ($40, $69, $110 for memory) 


Flash MP3 players are 
convenient and inexpensive, 
but they suffer from a lack of 
expandability. This nifty 
device works in tandem with 
SanDisk brand flash drives, 
allowing you to swap in 128, 
256, and 512 packages of 
your favourite tunes. 8 hours 
on a single AAA, too. 


4 After leaping off the Wudan Mountain, Jen went into hiding as the deranged bag-lady of the local bamboo forest. 


HOUSE OF FLYING DAGGERS 


Of course, anyone who sat through Crouching Tiger, Hidden Dragon 
or Hero will know this, and anyone who enjoyed them will be ripe 
for the extended whirligig fight sequences herein. Beautiful country 
scenery and commentary on medieval social mores (like women's 
rights) are two constant companions throughout. The pace is 
uneven, a choice made to boost the dramatic impact near the end. 
Hopefully the booming Chinese economy will mean we'll see more 
and more high-end martial arts flicks coming out of the Middle 
Kingdom, which would suggest this is just the tip of the iceberg. 


THIEVERY CORPORATION 


ABSTRACT COVERS, PONDEROUS, 
thoughtful sounds... it's ideal café, chill- 
out or getting-to-know-you music, and 
it's the latest from the wistful wonks at 
the Thievery Corporation. Where 
another band might demand attention 
for each note and word, their genius 
lies in providing a pleasing sound that 
nestles comfortably in the background. 


VARIOUS 


IT MAY SEEM more logical to simply go 
out and by a CD of Junior Kimbrough's 
exceptional work, but this best-of 
tribute collection to the late great blues 
master has some excellent covers. The 
Black Keys, Blues Explosion and even 
Iggy and the Stooges are here, book- 
ending the release with two versions of 
"You Better Run." 


STONEBRIDGE 


YOU'LL FEEL YOU'RE drifting off to Ibiza 
when the soft house beats of 
Stonebridge filter through your 
headphones, stereo or car speakers. 
This concentrate of house can be 
diluted into any occasion to produce 
cordial results, thanks to the all-star 
talents of Kenny Thomas, Ultra Nate, 
and even Lenny Kravitz. 


GENERAL PATTON VS 
THE X-ECUTIONERS 


AFTER YEARS OF loyal service to Faith 
No More, Mr. Bungle and Fantomas, 
Mike Patton has awarded himself a 
well-earned promotion to General. In 
this experimental collaboration with the 
hip-hop practicing X-ecutioners, he 
creates playful, yet indulgent sound- 
scapes. More suited to solitary listening 
- it will only confuse the guests. 
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HALOGEN 


www.derelictstudios.net/halo 


| LOVE HALO/YOU love Halo/We love Halo/ We all love 
killing grunts. But what if too much Halo is barely enough? 
What if you'd like to take a break from Halo so you'll 
appreciate it all the more, preferably whilst still playing 
some Halo? Then perhaps the folks at the Halogen project 
can help you out. Halogen is a mod for the PC real time 
strategy game Command & Conquer: Generals. When 
completed, it'll give you a top-down view of the action 
reminiscent of that very first Halo prototype Bungie was 
working on back in the 90s, updated for the latest in high- 
end PC hardware. Hail to the Chief, baby. 


FABLE 2: SMOOTH 
CRIMINAL 


BY THE TIME you read this, the media circus surrounding the 


Michael Jackson trial should be in full swing. Scores of witnesses, 


legions of unflappable fans holding vigil, creditors and press 


circling for the kill... and rising above it all, Photoshop comedians 


squeezing every last gag out of the fall of a titan. Young Jamie 
Fordham from Glen Innes, after spending 12 hours 
straight playing Fable, came 
up with this inspired bit of 
work. He makes a valid 

point, too - who back in the 
80s would have imagined 
just how wacko Jacko would 
become? If only he'd used 

his powers for good... 

Good work, Jamie. This is just 
the sort of thing we'd love to 
see more of. 


wuo YOU № 
г wore 


(n 
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AUDIOVIDEO БО POOP! WRITE TRIUMPH MESSAGEBOARD 


www.triumphtheinsultcomicdog.com 


ONE OF THOSE delicious television treats that makes 
cable worth the money is the Conan O'Brien show, where 
the real star is a talking, cigar-chomping, politically- 
challenged rubber dog called Triumph. Whether he's 
hassling Star Wars nerds or patrons of the Westminster 
Dog Show, he's always got a quip to send jaws dropping. 
Mostly a promotional organ for Triumph's new album 
(“Come Poop With Me"), you can view the music video for 
"| Keed,” or follow the links to sites run by some of his 
more fanatical fans. Don't forget, shoppers, the DVD 
collection of Triumph's adventures is on sale too! 


ORIGAMI 


dev.origami.com 


BORED? POOR? HAVE access to large quantities of blank 
white paper that nobody will miss? Then perhaps you'd 
like to revisit the fascinating world of traditional Japanese 
paper folding, or origami. It's not just for paper airplanes - 
oh no. You can create your own B-Wing fighters from the 
Star Wars movies, your own acid-dripping Aliens (minus 
the acid), or even Sesame Street stalwart Big Bird. Why not 
make some fake dogs, and use them to hunt fake badgers; 
the RSPCA need be none the wiser! If complicated paper- 
folding sounds too hard, then don't fret - there are handy 
.pdf files you can download to cheat with. 


POKEBALL WAR IT 


THE PHOTOSHOP CONTEST posed a simple enough challenge: devise 
the least practical weapons system imaginable. And so we cast our eyes 
to this otherwise normal WWll-era photograph and see that a daring 
young Kraut is letting loose with a... Pokeball?! History texts may differ 
over the finer details, but if they're sure on one thing it's that Pocket 
Monsters weren't used as weapons until the 1990s. How Ayekappy 
thought he could fool the elite readers of the internet is unclear, but he 
certainly deserves credit for trying. www.somethingawful.com 


RE 15 NOT ALW AYS. 
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EVERY MONTH, WE scour cyberspace for the latest in photo-manipulated 
videogame humour. If you find a picture worthy of Photoshop Phunnies, 
or better yet, if you've made one yourself, send it to us at staff@oxm. 
com.au with the subject "Photoshop Phunnies", and you could see your 
name featured in Australia's Official Xbox Magazine! 


X-ANIME 


RRP $34.95 RATING MA15+ 


THE LATEST ANIME to be affiliated with the 
Bubblegum Crisis universe, Parasite Dolls 
borrows heavily from sci-fi staples as far 
removed as Blade Runner and Akira. Set in 
the near-future megalopolis of Genom City, 
the world of this feature-length diversion is 
sketched in with rough strokes. The only real 


noticeable difference from the present is that 
this future is inhabited by life-like androids 
that periodically and inexplicably go 
berzerk, terrorising the public. All three 
episodes star an elite police unit, the 
upstanding anti-robot cops of the Branch. 
This is a double-barreled anachronism, 


RAHXEPHON: THE MOTION PICTURE 


RRP $34.95 RATING M15+ 


CONTINUING RAHXEPHON'S THEME of 
borrowing concepts wholesale from Neon 
Genesis Evangelion, the movie version 
isn't going to make a lot of sense unless 
you've seen the series in its entirety. 
Focusing on the time-bending romance of 
the male and female leads, many of the 
sub-plots have been pared away to 


concentrate on the love-conquers-all 
motif. Astute fans will notice some old 
animated sequences resurfacing as part 
of this new narrative. While a fairly fresh 
take on TERRA's battle against the wacky, 
god-like alien invaders, it's ultimately just 
the series in shorthand form. Still pretty 
good, though, and well worth it for fans. 


presenting a very 1980s vison of what the 
20205 could look like. It's only the 
unpredictably twisty plot that keeps the flat 
characters from being blown away, just as 
flourishes of naturalistic animation help 
ground otherwise fantastical stories about 
robot prostitutes. Taking Parasite Dolls 


seriously would spell certain 
disappointment, but if one approaches it 
with a broad mind and a healthy sense of 
humour, there is plenty of absurd cyber- 
punk nonsense to be enjoyed. Extras 
include a music video of the repetitive 
opening theme song "Get on the Beat." 


MEZZ0 DSA 


RRP $29.95 RATING MA15+ 


THE FULL-FIGURED, fist-fighting femme- 
fatale Mikura is cutesy and plasticised in 
the extreme. One wonders if the show's 
creators have ever seen a real woman, or 
if she's just an amalgam of every other 
anime dame ever created. Looking to the 
show's goofy parodies of stock-standard 
detective plots, it becomes clear that the 


objective of the series is to re-invent the 
stale cliches of the genre with punchy 
editing, outlandish character designs and 
a total disregard for the laws of physics. 
Not quite a revolution in animtation, but 
it's certainly colourful. Punk-rock nihilism 
wearing a form-fitting spandex suit of 
exploitation - that's Mezzo DSA. 
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NEED РОК SPEED 
UNDERGROUND 2 
Dev: EA 

Pub: EA 

Now we've seen 
everything. EA's street 
racing sensation has 
accomplished the 
unthinkable by toppling 
the Master Chief for top 
ә spot оп the charts. Nice 


work, Brooke Burke! 
: HALO 2 


Dev: Bungie Pub: Microsoft 


| Jumping Jesus on a pogo stick - WTF IS THE 


CHIEF DOING HERE SECOND PLACE?! For 
shame; and on the Xbox's 3rd birthday, too. 


FABLE 

Dev: Lionhead Pub: Microsoft 

Life is good, bad or whatever you want it to be in 
this fabulous and gorgeous adventure. This 
exquisite RPG shows no sign of slowing up. 


THE INCREDIBLES 

Dev: Heavy Iron Pub: THQ 

We loved the film, you evidently loved the game 
too as this platforming incarnation of Pixar's 
masterpiece squeezes into number eight. 


MECHASSAULT 2: LONE WOLF 

Dev: Day One Studios Pub: Microsoft 
Microsoft's bot-blasting series has undergone a 
radical overhaul, giving players the ability to 
jump between vehicles. Sweet as! 


SPONGEBOB SQUAREPANTS MOVIE 
Dev: THQ Pub: THQ 

Too gay for kids? That's what a few bible- 
thumpers in the US think. The rest of us think 
he's a wacky and fun little character! 


CRASH TWINSANITY 

Dev: Traveller's Tales Pub: Vivendi Universal 
That old bandicoot is as reliable as ever for a 
dose of action and fun, pulling up just behind 
Spongebob for seventh place. 


| GTA TWIN PACK 


Dev: Rockstar Pub: Take 2 Interactive 

The announcement that San Andreas is coming 
to Xbox in June has sparked renewed interest in 
its predecessors. 


You: answer the buming question.. 


What was your Game of 2004? 


Burnout 3 
25% 


Ninja Gaiden 
10% 


Everyone's got their own артап Of ae pet Бат of 2004, but it won't be official until you cast your 
vote in our reader poll at \ rwenthoward. u, where you can vote for the best games of 2004. 


TO VOTE ON any hot topic, visit the OXM forum at www.derwenthowan u and post in any of the polls you'll find 
in the available threads. Don't see a poll that you like? Why not create one ie of m own? You just might see it featured in 


these pages next issue! 


^* TO VOTE FOR your 
favourite upcoming 
game, email us at 
stafi@oxm.com.au with 
- subject line ‘MW’. 


THIS CHART IS composed entirely from the entries you send in and 
shows the upcoming games you're most excited by. We can then fill 
the mag with the news, previews and features you most want to see! 


* € The smash hit has at 

Ў last been confirmed for 

JB Xbox, and shot straight 
= to the top of your most 

wanted list. It'll mean 

| endless weeks of love, 
violence and hip hop. 


GRAND THEFT AUTO: SAN ANDREAS 
Dev: Rockstar North Pub: Rockstar Release: June 2005 


DOOM 3 


Dev: Vicarious Visions/id Pub: Activision Release: March 2005 


UNREAL CHAMPIONSHIP 2: THE LIANDRI CONFLICT — 
Dev: Epic Games Pub: Midway Release: March 2005 


TOM CLANCY'S SPLINTER CELL CHAOS THEORY 
Dev: Ubisoft Montreal Pub: Ubisoft Release: March 2005 


- With a polished 


SPYRO: A HERO'S TAIL 

Dev: Vivendi Pub: Vivendi 

The fourth and final kids’ title to run rampant 
over this month's charts is none other than 


> Spyro. Will he still be here next month? 


www.gik.com.au 


TOM CLANCY’S GHOST RECON 2 

Dev: Ubisoft Pub: Ubisoft 

A shift in perspective and some fancy 
camouflage means Ubisoft's shooter almost slips 
out of sight at number ten. 
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STAR WARS KOTOR II: THE SITH LORDS 
Dev: Obsidian Entertainment Pub: LucasArts Release: Feb 2005 


FORZA MOTORSPORT 
Dev: Microsoft Pub: Microsoft Release: April 2005 


JADE EMPIRE 
Dev: BioWare Pub: Microsoft Release: April 2005 


HALF-LIFE 2 
Dev: Valve Software Pub: Vivendi Universal Release: TBA 2005 


PARIAH 
Dev: Digital Extremes Pub: Hip Games Release: Autumn 2005 


MEDAL OF HONOR: DOGS OF WAR 


Dev: EA Pub: EA Release: Autumn 2005 


engine and a whole 
new third person _ 
perspective, Midway's 
stunning-looking 
shooter could be one 
of the big hitters of 
2005. We were huge 
fans of the original, 
especially on Xbox 
Live, and can't wait to 
swallow some souls 
online. Look out for 
the exclusive review 
and demo in next 
month's mag. 


Xbox Game Releases The forthcoming games you need to know about 


Autumn 05 25 To Life Avalanche Eidos N/A Sniper Elite Rebellion TBA 12 


Advent Rising Majesco Vivendi Univ. 20 SNK Vs. Capcom Chaos SNK Playmore SNK Playmore N/A 
Area 51 Midway Midway 29 Spikeout: Battle Street Sega Sega 36 
Close Combat: First to Fight Destineer Take-Two 3 Star Wars Episode III LucasArts LucasArts N/A 
Commandos Strike Force Pyro Eidos 36 Stolen Hip Interactive TBA 33 
Conker: Live & Reloaded Rare Microsoft 31 The Bard's Tale InXile TBA 23 
Conspiracy: Weapons of Mass Destruction Kuju Oxygen Int. N/A The Incredible Hulk Radical Vivendi Univ. N/A 
CT Special Forces: Fire For Effect Light & Shadow Pr. Hip Interactive МА The Movies Lionhead Activision 16 
Delta Force: Black Hawk Down Novalogic Climax 30 The Roots Cenega Cenega 29 
Destroy All Humans Pandemic THQ 33 Tom Clancy's Rainbow Six: Lockdown Ubisoft Montreal Ubisoft 37 
Doom 3 id Software Activision 30 Tork Tiwak Ubisoft 4 
FIFA Street EA BIG EA 36 Trivial Pursuit: Unhinged Artech Atari 25 
Forgotten Realms: Demon Stone Stormfront Atari 34 WWE Wrestlemania 21 THQ TBA N/A 
Forza Motorsport Microsoft Microsoft 31 Spring O5 Fear & Respect Midway Midway 38 
Get On Da Mic Eidos Eidos N/A Rugby 2005 EA EA 38 
Gungriffon Kama Tecmo N/A Summer 05 American McGee's Oz Carbon6 TBA 27 
Iron Phoenix Sammy Sammy N/A Armada 2 TBA Metro 4 
Jade Empire BioWare Microsoft 31 Big Mutha Truckers 2 Empire Empire N/A 
King of Fighters 2003/2004 SNK TBA N/A BloodRayne 2 Majesco TBA N/A 
Lego Star Wars Giant Eidos 38 Breed Brat Designs CDV N/A 
Medal of Honor: Dogs of War EA EA N/A Chronos Saber 3D TBA N/A 
Midnight Club 3: DUB Edition Rockstar Rockstar N/A Dead or Alive 4: Code Cronus Tecmo Microsoft МА 
NARC Midway Midway 28 Dealer Nagual TBA N/A 
Notorious: Die to Drive Ubisoft Ubisoft МА Duality Trilobyte Gr. Phantagram 43 

Pariah Digital Ext. Hip Interactive 34 Fuel Firetoad Software Dreamcatcher N/A 
Playboy: The Mansion Arush Ubisoft 33 FX Racing Milestone TBA 23 
Pure Pinball lridon lridon 33 Goblin Commander 2 Jaleco Jaleco N/A 
Red Ninja: End of Honour Tranji Vivendi Univ. 33 Johnny Whatever Warthog TBA N/A 
Scarface Radical Games Vivendi Univ. 34 Kameo: Elements of Power Rare Microsoft 33 
Snowblind Crystal Dyn. Eidos 31 Karaoke Revolution 3 Konami Harmonix N/A 
Star Wars: Republic Commando LucasArts EA 34 King Kong Ubisoft Montreal Ubisoft 36 
Starcraft: Ghost Blizzard Vivendi Univ. 23 Loose Cannon Digital Anvil Ubisoft 4 
Tak 2: The Staff of Dreams Avalanche Software THQ N/A Magatama Microsoft Microsoft 23 

Teenage Mutant Ninja Turtles 2 Konami Konami 31 Masters of the Universe Savage TDK N/A R 

The Punisher Volition THQ 32 Neverend Mayhem TBA N/A z 

TimeSplitters Future Perfect Free Radical EA 33 Nightmare Creatures 3 UbiSoft Ubisoft N/A = 

Tom Clancy's Splinter Cell Chaos Theory Ubisoft Ubisoft 32 Perfect Dark Zero Rare Microsoft 10 = 

Torque Garage Games JoWood N/A Phantom Dust Microsoft Microsoft 23 a 

World Championship Snooker 2005 Blade Interactive Sega N/A Pilot Down Wide Games Wanadoo N/A Ë 

Winter 05 100 Bullets TBA TBA 32 Phoenix Bungie Microsoft 37 = 

ATV Quad Power Racing 3 Climax TBA N/A Resident Evil 4 Capcom Capcom 7 š 

Aquanox TBA JoWood N/A Roll Call TBA SCi 35 E 

Batman Begins Eurocom EA 37 Quake IV Raven Soft. Activision N/A E 

Battlefield: Modern Conflict EA EA N/A Serious Sam 2 Croteam Take-Two 21 ы 

Battlestations: Midway Mithis SCi 34 Starship Troopers Empire Empire 27 a 

Brian Lara International Cricket Codemasters Codemasters N/A Starsky & Hutch 2 Empire Empire N/A 5 

Call of Cthulhu TBA Headfirst 32 Star Wars Battlefront 2 Pandemic LucasArts 36 = 

Cold Fear Ubisoft Ubisoft N/A State of Emergency 2 vis BAM! N/A s 

Cold Winter Swordfish Stu. Vivendi Univ. N/A Street Racing Syndicate Eutechnyx Namco N/A š 

Constantine Bits Studios SCi 35 Stubbs the Zombie Rebel Without a Pulse Wideload Games Microsoft 37 2 

Dancing Stage Fusion Konami Konami N/A Super Monkey Ball Deluxe Sega Sega 34 2 

Darkwatch Sammy Sammy МА Survivor Replay Studios TBA 36 & 

Dead to Rights 2: Hell to Рау Namco Namco 36 Syberia 2 Microids TBA N/A š 

Dragonball Z: Sagas Atari Atari N/A The Fast and the Furious Genki Vivendi Univ. N/A Š 

Emergency Mayhem TBA TBA 30 The Last Job TBA TBA N/A z 

Fahrenheit Quantic Dream Vivendi Univ. 18 The Red Star Chris. Gossetti TBA 32 P 

Freedom Fighters 2 IO Interactive EA N/A True Crime 2 Luxoflux Activision N/A & 

Grand Theft Auto: San Andreas Rockstar North Rockstar МА War Devil Sammy TBA N/A Ы 

Half-Life 2 Valve Vivendi Univ. 32 X2: The Return Egosoft Deep Silver 37 = 

Hitman: Blood Money IO Interactive Eidos 37 TBA 05 BC Intrepid Ent. Microsoft 31 z 

Justice League Trav. Tales Midway N/A Burnout 4 Criterion EA 36 Ë 

Metal Slug 4 & 5 SNK SNK N/A Fantastic Four TBA Activision N/A & 

Mortal Kombat: Shaolin Monks Midway Midway 37 Ford Mustang 40th Anniversary Edition Take-Two Take-Two N/A 2 

MotoGP 3 Climax THQ 32 Just Cause Avalanche Software Eidos N/A E 

MX Vs ATV Unleashed THQ THQ 36 Lobo Kemco Kemco N/A 2 

Painkiller Dreamcatcher Mindscape N/A London Taxi Data Design TBA 38 Š 

Predator: Concrete Jungle Eurocom Vivendi Univ. 32 Spider-Man Ultimate TBA Activision N/A = 

Psychonauts Double Fine Microsoft 6 The Mummy: The Animated Series Hip Hip МА a 

Rogue Trooper SCi SCi 34 World Racing 2 TDK TDK N/A Ё 

Sid Meier's Pirates! Firaxis Atari 34- X-Men Legends 2 TBA Activision N/A = 
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M0USE ME UP! 

I'm curious as to why Microsoft didn't 
release a keyboard and mouse with the Xbox. Not 
only would it have improved FPS gaming on the 
Xbox (as you're much more precise with a mouse 
than joystick), but it could also have meant we 
could play strategy games like C&C Generals, 
Civilization and Sim City. | realise now it's too late 
in the Xbox's life cycle to bring out these 
peripherals, but | still wonder why they didn't do it 
at the start? | hope that the Xbox 2 or Xenon or 
whatever it gets called will have this capability, 
because the one genre that is sorely missing from 
consoles are strategy games, and | think it's because 
they lack the mouse and keyboard; and | didn’t 


even like the Aliens vs Predator: Extinction game! 
snafu 


The average keyboard has over 60 keys in a grid 
that would frighten away most casual gamers - 
that's why the concept never took off on 
Dreamcast or Gamecube. At the end of the day, it 
comes down to interface. If game developers can 
adapt strategy games to the control pad in the 
same way that first-person shooters have been, 
we'll be off to a start. 


WHAT NOT TO WEAR 

| would like to express my views on the 
people who laugh at the gaming community. A 
common stereotype of gamers is a geek with huge 
glasses and a tweed shirt tucked into trousers that 
don't reach their ankles. I'm sure that no one is like 
that at all. Me and my friends who are gamers are 
quite like your own Vanessa in both music and 
gaming. Anyway how can we be called sad for 
enjoying the fantasy realms of great games like 
Fable? Just because it's not real doesn't make it 
crap! When people take the piss, it's not funny. Just 


leave us alone to kill each other in peace. 
Liam Conland 


^* Otogi 2: local and lovely. 
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vv Monobrows 
unite! Has Ben T 
found a soulmate? 


WRITE TO US at OAXM, 
PO Box 1037 Bondi Junction 
NSW 1355 


POST ON THE FORUM 
{2 You can find it at www. 
derwenthoward.com.au 


EMAIL US WITH your rants, 
hopes and opinions at 
staff@oxm.com.au 


YOUR OPINIONS COUNT! Your input here has a direct effect on the content of your 
Official Xbox Magazine, so let us know which games you like or don't like, what you 
want to see more of or less of in the mag, or just rant by mail, forum or email! 


THE WRITER of the Star Letter gets a copy of Halo 2 and a spiffy new Xbox Live Halo 2 headset 


from Plantronics! 


v The OXM 
game. Spare time 
not included. 


This month's Star Letter is a bit 
different from normal; as opposed to the 

actual content, what really stole our hearts was 
the additional material that came with it. But 
let's not take anything away from the musings of 
the winner, his letter about violence in 
videogames was interesting, well balanced and 
fair, and included the following extracts: 


-Getting developers to introduce a parental lock 
on any unsuitable material in a game would be 
more of a common sense approach... 

...A lot of MA15+ games already implement 
options to reduce or turn off violent content, yet 
news reports don't make parents aware of this... 
...Even in the tabloids, harrowing reports of 
murders committed by ‘video-game-obsessed 


P.S. Ben Talbot's monobrow rocks and yes, | also 
have a monobrow. 


Every hobby in the world has its critics, so don't 
beat yourself up about it. As for ungainly facial 
hair, there is no excuse for that. 


ORIENTAL SURPRISE 

After the blessing that is Otogi was released 
some time ago, with its lush graphics and great 
gameplay, | was really looking forward to getting my 
hands on Otogi 2. However, after looking on the 
internet | discovered that it was only being released 
in Japan (obviously) and America. Why aren't we 
getting this title? When it comes to great games 
being released, why is this country always left 
behind? | can only hope that it will eventually be 
released over here, along with all the other games 


that haven't yet graced our shores. 
Joseph Cross 


Lighten up Joseph, the mighty Otogi 2 is slicing 
and dicing its way into our lives in the very near 
future. Check out the review on page 085. 


CATCH-22 

There is an ever rising problem with sequels. 
Every second week | walk into my local games 
store, only to find another bloody sequel. 


teens’ are written in such a way you can almost 
imagine the console leaping up and throttling 
someone. The truth is, a psychotic individual 
with or without their violent videogames is still a 
psychotic individual... 


All valid points we're sure you'll agree, but 
after a rash of recent letters about videogame 
violence we needed something extra to make 
us sit up and take notice. So we ask you 
please to congratulate Ather Mubarik as this 
month’s winner. Not only for the epic, 
touching poem Ode to Orta, or even the 
comically detailed Doom drawing. Nope what 
really took the biscuit is the pictured OXM- 
themed board game. 

Touted as chess meets Marvel vs. 
Capcom, this work of handicraft is truly a 
labour of love. The game features over 100 
incredibly detailed, hand-drawn cards, 
including each member of the team (see 
opposite) lining up as playable characters 
alongside Sam Fisher, Blinx, Ryu and Glitch. 

To accompany the game is a massive and 
comprehensive manual, detailing all the 
intricate combat rules of the game, and 
complete with individual character 
biographies and special moves. 

How Ather got our profiles so spot on will 
forever remain a mystery, but that would 
explain the telephoto lens we keep spotting 
on the rooftop of the building opposite our 
office (no, this is not an invitation for stalkers). 
We're giving Ather the Star Letter partly as a 
reward, and partly in the hope he'll stop 
wasting his time stalking and writing about a 
useless bunch of games journalists. 


^A Would you really say no to San Andreas? 


Developers these days are just spitting out another 
game in a crappy series. Not that all games in a 
series are crap, its just the select few that make 
games again that were complete garbage to begin 
with. The Sims franchise, for example, would have 
to be the most juiced cash cow EVER. Not that the 
Sims is crap, it's just too much of the same thing. 
Instead of focusing efforts on new exciting games, 
we have more of the same over and over again. 
And again. It's great news about Bungie starting 
work on Pheonix instead of Halo 3. 

Exploding Dog 


Some interesting facts for you: of the 100 top- 
selling games last year, 75 per cent were sequels, 


Letters >. 


Forum Shorts 


The day that OAXM think they have to 


have an “Elite” game in every issue is N | have heard so much lately about the 
the day | stop buying the mag. pu » raging handheld console war between 

rrush f 4s (9 Sony and Nintendo...| would like to 
And that day will never come, true f ^u 3 e know,are Microsoft making a handheld 
believer. "Great", "crap", "meh" - — mw “5 Ts -  ornot? I've heard rumours about a 
we'll always call it as it is. | арч на Microsoft handheld going Бу the пате 

"Ree ER TID of "Gizmondo" is it true?? masterchief 
you guys should reinstate the old “The masterchief 
verdict”. It is easier to see what the No, Microsoft has nothing to do with 
game is like and whether to buy it or Gizmondo and there's nothing in our 
not. Simple: Rare hasn't been any talking crystal ball that points towards a 
masterchiff about it. None. Nada. Microsoft-made handheld. 
*pops it up to the first thing on the 'to 
do' list.* i just had a brainwave! Instead of You are so beautiful...to me. 
releasing xbox 2 as an entirely different 
Whenever l log onto XBL at least some console couldnt you somehow convince Cant you seeeeeee..ohhhoohohooo 
little kid pops a joke that I'm British. Pfft. microsoft to release xbox 2 as an 
What, are we meant to speak with upgrade to the almighty xbox! it will be Your everything i hoped for...your 
American accents? just like pc where all you do is get a everything i neeeeed. 
Michael M bigger HD and put another ram card in. 
Maybe we're all supposed to make Hunter You are so beatiful to me. 
ourselves sound like the Crocodile Good heavens, no. The last thing we 
Hunter. Or maybe you can joke that need is for a console to upgrade just Do it for the badger. 
they're Canadian. like a PC. Plug-ins have never been Brainseeker 
popular (look at the PS2's HDD) and We're not sure who this is being sung 
| was just wondering why there hasn't most of us just want the simplicity of to, but clearly there's an unrequited bit 
been much talk about Perfect Dark Zero. having everything conveniently in one of romance developing on our forum. 
lucy7 powerful box. More gossip next month. 


feel 1 am in a position to clarify matters. 
In Mr Clancy's 1998 novel Rainbow Six, the title 
is the codename of John Clark (whose real name is 
John Kelly, according to Clancy's 1993 novel Without 
Remorse), the commander of RAINBOW, who also 
conducts the briefings in the games. 
Furthermore, in the book (as well as in 
Clancy's 2000 novel The Bear and the Dragon in 
vv Halo 2: just a which the RAINBOW team also appears), there are 
hop, skip and a far more than the four members featured in the 
jump to Halo 3. latest games. In fact, there are two separate teams 
in RAINBOW, one led by Domingo "Ding" Chavez 
(John Clark's son-in-law) and the other led by a 
A So why aren't there six team members? British soldier named Peter Covington. 

9 | hope this information clears things up. On the 
and 15 per cent were licensed games. If you want T: bright side, at least you haven't heard me complain 
to support original game development, then by А in ones how badly Patriot Games was changed for the 
all means you should buy them. The question is, SS ү movie version. 
if you really liked an original game (like Fable or ) TribeHasSpoken 
KOTOR), would you buy the sequel? ` 2d l 


CLANCY CLEARED UP 
ы in your magazine's most recent issue, you ‚ t FABULOUS BOX LIFE 

comment that you “still haven't figured out why it's š = | play my Xbox a lot... and it really gets to my 

called Rainbow Six when there are only four team girlfriend. So much so that she accused me of 

members". As a rather devoted fan of Tom Clancy, | having more affection for my big black box of 

= loveliness than her. | didn't want їо admit that she 

was close to the truth, so to avoid a situation | 
denied it (while still trying to keep Riddick alive) 
and suggested that she should go get herself a game 
that we can both enjoy. Three days later | arrived 
home from work and found her in my games room 
playing my Xbox, playing Fable. Bugger me, up until 
that point | thought she was just a mindless dog- 
loving, yoghurt-eating, sandal-wearing feminist with 
crap taste in clothes. Now she's a six-foot, muscle- 
bound, axe-wielding, arrow-throwing, chicken- 
eating tattooed nutcase called Guntha Grymm. It's 


'Fableous' how the Xbox touches and changes lives. 
Bob Johnston 


Cool. But that doesn't explain the "six" part... 


If you've kept up with some of our previous 
letters, you'll know that the Xbox is can be just as 
likely to put a dent in your relationship. Consider 
yourself lucky that it's turned out okay. We're just 
a tad disturbed though, that you'd think of your 
‚ < girlfriend as a six-foot muscle-bound oaf. | mean, x 
^. Gentlemen, would you play Fable as a female character? Ralph would... it's just a game, but whatever makes you happy... аа ا‎ een 


X AS IF BEING TWO TEAM MEMBERS DOWN ON DEADLINE WASN'T BAD ENOUGH, VANESSA HAD TO TAKE AN UNEXPECTED BREAK AFTER HER HUSBAND WAS INCAPACITATED BY A BROKEN HAND. FROM SKIING. A WEEK AFTER THEY GOT HOME. 
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⁄ MTV screen 
Magazine Reader 


Brain analysis 


ie We app. е 


: Movie Lobe 
Musical Lobe Controls excitement 
Used to identify and levels during intense ты 
appreciate the coolest tunes thrillers and explosive EA 
and performers from every car chases Fashion 
е Cerebellum 


music world 
Responsible for ensuring 


the body is always covered 
in the funkiest, spunkiest 
trends 


Entertainment 


Junk Stem Cortex 

An overworked clump of cells Soaks up and stores 

that processes an immense masses of info about 
amount of essential trivia, entertainment technology, 
mind-warping fun videogames, TV, DVDs 
and more than a little silliness and more 


Free excitement-packed brain transplant 
/ included with every issue of MTV screen 
magazine – on sale NOW! 


АДУ 


MUSIC TELEVISION° 


screen 


Exclusive Access: Tom Clancys Splinter Cell Chaos Theory Interview 


Right Оп The Button... 


Don't panic! Everything you need to know about Tom Clancy's 
Splinter Cell Chaos Theory is right here! 


Words: Ben Talbot Since then, Chaos Theory has been 
shown off in playable form at Game Stars 


UTSTANDINGLY, the hype behind Live. It's also had an expansive co-op mode 
Tom Clancy's Splinter Cell Chaos added and most recently, Ubisoft announced 
Theory is still as unwavering as that Versus mode, based on the one in 
when the game was first announced Pandora Tomorrow (Issue 25, 9.4), would 
in spring 2004. That's probably down to the also be included. "We've actually been 
steady revelation of exciting new features working on Versus mode since day one," 
and game modes, starting with our world lead online designer Daniel Berube tells us. 
exclusive announcement back in Issue 29. "A lot of people were surprised when we >> 
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Exclusive Access: Tom Clancys Splinter Cell Chaos Theory Interview 


^* One spy creates a distraction while the other sneaks up for a stealth kill. 


>> originally announced a co-op mode 
instead, but it was always part of our game 
plan to keep a few things secret." 

Nothing stays hush-hush forever 
though, and we had ample opportunity to 
try the adversarial game for ourselves. It's 
immediately obvious that this isn't just a 
simple port of Pandora Tomorrow. There are 
some truly laudable new features, some that 
the fans have been asking for and others 
that are totally fresh and unexpected. 

"Each map can be played in the 
adversarial Story mode. They're a mix of 
objectives," Berube explains. “The levels are 
interactive and sometimes change 
depending on players' actions." 

In one Story level we played, the spies 
have to activate a digger truck to knock 
down one of the walls blocking their path to 
the objective. "Our intention was to bring 
the Story maps close to the kind of 
experience you find in campaign and co- 
operative modes," Berube continues. 
"Interactive environments help to create the 
sensation of a real interactive movie." 

The objectives in Story mode are 
specific to the map you choose. There's 
Neutralisation, where the spies must reach 
various keyboards and nullify a deadly bio- 
weapon. Secondly, Extraction has the spies 
attempting to steal a hard disk rack in a 
special attaché case. The final objective 


type, Bombing, is the most straightforward. 
The spies must plant a bomb on a target 
somewhere in the map. "A good example of 
this is the Silo map," Berube considers. "The 
spies have a time limit to blow up the silo 
control panel. If they fail, the missile takes 
off and it's game over." 

Berube has more cloak and dagger 
secrets to reveal, though. "Each level has a 
second game mode called Disk Hunt. In this 
game mode, a certain number of disks are 
placed randomly throughout the levels." No 
two games of Disk Hunt are ever quite the 
same. Playing as a spy, you have to recover 
the required number of disks without dying. 
Being killed forces you to lose all your hard 
earned booty, a painful lesson to learn. 

"Deathmatch was the mode that 
Splinter Cell fans demanded," says Berube, 
"even if it's not in line with the philosophy 
of the game, Deathmatch is still sometimes 
fun to play. It's something totally different." 
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Rules in this game mode are very 
basic. The first team to lose all their lives 
concedes the game. It's not quite as 
simple as it sounds though, because 


het 
all three game modes allow you to "P 


use a selection of new gadgets 

and abilities. MT 
Berube explains, "The w 

spies' new abilities are M 

taken directly from the 

co-operative mode. 

Players can give each 


other a leg-up or even 
use their buddy's body EN 
ж 


` 


like a climbing frame." 

We also discovered that 
it's possible for spies to heal 
each other when they're face 
to face, as well as swap gadgets 
between them. 

Mercs also have a 
few new tricks in their >> 


^ Versus mode takes 
many of its skills from 
the co-op game. 


А This guy has a short life ahead of him. 


э» arsenal. "We didn't think it was fair that 
only the spies could do a humiliation move 
like whispering to a headlocked Merc," 
explains Berube. "So, we've given the Mercs 
a new move where you can spin on the spot 
and floor a spy who's sneaking up behind 
you. You can then throw yourself on top of 
them and whisper a few words before you 
finish them off." 

Mercs also have two new weapons in 
addition to the old Assault Rifle to even the 
odds. "The Shotgun is an extremely 
powerful hand-to-hand weapon, but its 
effectiveness runs out very quickly when the 
distance between the weapon and its target 
increases," Berube reveals. "Our new sub- 
machine gun has a very high rate of fire. 
However, the fire is also highly dispersed, 
causing somewhat less damage. This is the 
ideal weapon for spraying a zone." 


А Use the berserk attack to KO spies. 


With all these new additions, it's 
undeniable that Chaos Theory is more 
involving but also more complicated to play. 

"We needed to design the game in such 
a way that is still accessible, not just to 
players of Pandora Tomorrow," argues 
Berube. "We've included in-game tutorials 
for every aspect of Versus mode." 

Chaos Theory's tutorials are in-depth 
but somehow they still don't seem like a 
chore to play through. There are four 
comprehensive lessons for each side, as 
well as a guide rail for each map. Just like 
the emergency floor lights in a plane cabin, 
this rail points you in the direction of your 
mission objectives. However, you'll only be 
able to see it in Tutorial mode, not during 
the real game. 

"Once you've played for over two 
hours, you will be able to create a Tutor 


Interview 


a 


^* Don't forget that sometimes your own shadow can be a big giveaway. 


session," Berube announces. "In Tutor 
sessions, all the players will be able to talk 
together. It's a good way to share your 
knowledge of the game and the maps. For 
example, you can explain to a new player 
that he can detect you with the EMF through 
the ceiling. Just give him the indications of 
your position and tell him what to do. It's 


a lot more fun to learn while playing and 
the voice chat is a great tool for that." 

We're surprised just how many features 
have been worked into Chaos Theory's 
Versus mode - and it's still only one third of 
the entire game! We'll keep digging for more 
new features and will deliver our final 
verdict next month. 
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A whole new game. A whole new world. 


The world’s best fighting game is now the first ever online 3D fighting game 


giles away Anime 


aes 


m 


Mise | DEAD OR ALIVE’ 
ANIMATED VIOLENCE (Box www.doaultimate.com TECMO)| 00% sames ? 


Dead or Ave Utimate™ and Dead or Alve®. @Teomo, LTD. 1996, 1997, 1998, 1999, 2000, 2001, 2002, 2003, 2004. Тесто and the Tecmo logo are registered trademarks of Tecmo, LTD. Team Ninja™ and the Team Ninja logo are trademarks of Тесто, LTD. Microsoft, Xbox, Xbox Live, the Live logo and the Xbox logo are registered trademarks or trademarks of Microsoft Corporation п the United States andlor other countries. MESDONO 
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Heaven on earth is here with the first 3D online fighting game to date, Dead or Alive Ultimate. Experience the first “Virtual Arcade” with a 
double disk pack featuring the original DOA and a totally redesigned DOA2, creating a whole new world in online fighting games. DOA2, built from 
the ground up on a brand new engine, features new interactive worlds, never-before seen costumes, mind-blowing graphics, earth-shattering new 
moves, and exclusive new cut scenes that reveal secrets from the past. . __ ; 
Plus, special bonus content contains a behind the scenes peek at the E Б" n а AL I VE 
making of DOAU and the developers behind the series, the DOA3 Booster 

Disc, collectable trading cards and more! Us| 
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We've caught new 
FPS fever, and it's highly contagious 


Words: Ben Talbot 


x Dev: Digital Ext. Pub: Hip Int. 
Live: 2-16 players 


Release: May 05 _ 


AKE ONE LOOK at Karina. Is this the 
face of a woman who could bring 
the entire galaxy to its knees? Beauty 
can be deceptive though. Karina is a 
pariah, the unfortunate carrier of a deadly 
pathogen. In fact, she’s so deadly that the 
authorities are happy to nuke Earth to stop 
her. Maybe she's not the kind of girl to 
introduce to mum and dad... » 


PANDEMIC PLAYGROUND 


Enter the quarantine zone 


IN ADDITION to building Deathmatch and Assault 
maps for online play, it's also possible to create 
Playground maps for single-player mode. Because 
there are no other combatants, you can place roughly 
twice as many objects in the level. There are loads of 
fun items to choose from, including giant footballs, 
race track boundaries and wobbly petrol barrels that 
can be rolled down hills. These barrels actually spurt 
out petroleum when shot and you can even light up a 
trail like at the end of Die Hard 2. Yippee-ki-yay! 


Рапаһ 


А There are about 12 skins to choose in Deathmatch. 
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Environme: 


T 


Place ‘Options 


^ Pick up objects like bases 
and-move them around. 


» As military doctor Jack Mason, you're 
sworn to protect the sick and do everything 
in your power to save Karina. Ironically, that 
probably means slaughtering hordes of 
escaped convicts, corrupt prison wardens 
and insane religious fanatics. You're dealing 
out a prescription for total annihilation! 

Pariah is the latest FPS from Digital 
Extremes, the developer responsible for 
Unreal Championship (Issue 10, 9.2) on 
Xbox. It has a long history of making top- 
class shooters, having also worked on all the 
Unreal Tournament games for PC. Although 
this is their first foray into a new franchise, 
Pariah maintains all the qualities that Digital 
Extremes is known for: exciting weapons, 
dramatic visuals and cutting-edge technology. 

There are 18 single-player maps in total. 
You are just about to transport Karina from a 
military prison to an off-world medical 
station when your space pod crashes down 
in the wastelands. It's an inhospitable place 
occupied by prisoners who got out on a day 
pass and never went back. 

“The most important thing in any FPS is 
the weapons system,” divulges Digital 
Extremes’ founder and creative director 
James Schmaltz. We tend to agree with him, 
especially after wielding some of the lethal 
little numbers in Pariah. Eight weapons 
sounds a little meagre, but that soon 
expands to more than 30 thanks to an 
inventive upgrade system. > 
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Exclusive Access: Рапаһ 
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э» "The upgrade system is almost like an 

action RPG where you spend experience 

points," says Schmaltz. "Instead of 

experience points though, you're trying to 

collect Weapon Energy Cores (WECs). While 

most of these can be found on the beaten 

path, hardcore players who want to max out 

every weapon will have to search high and 

low for the high-value WECs." 
He continues, "The first upgrade for à Š 

each weapon is easy to get but you need ^A An upgraded plasma rifle fires mortars. 

twice as many WECs for the second, 

and three times as many again for 

the most powerful enhancement. 

As you go through every couple of 

levels, not only do you find the 

WECs but also get to try them 

out in a new situation. It's a 

really cool extra thing to look 

for instead of just the standard 

type of pick-ups.” Ox 4 ] > ДУ? 
Each weapon has three < $ 2 : I EG 

lights to indicate its current F Ses — 

level of enhancement. > j ^* No FPS is complete without an assortment of explosive barrels. Pariah has loads! 


The Silent Cartogra pher Make a map in less than 15 minutes 


PARIAH'S MAP editor is a far more powerful tool than it at first seems. The ability to raise and lower terrain precisely is one thing, but it's even more impressive because any object 
resting on it adjusts in real time. Lower terrain below sea level and the editor automatically creates a beach and fills the surrounding area with water! This way, it's possible to 
create rivers, coastal harbours and inland lagoons. 

Although there's a limit to how many objects you can place on the map (to keep the framerate steady) it's very generous. We built a fortress on top of a high mountain 
overlooking the water. A couple of seconds later, we'd jumped right into the level and blew up the entire thing, watching pieces of debris roll down and crash into the sea! 
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^* The usage bar at the bottom shows ? 
= how many objects you can place. 4 There's a huge selection of more 
<à Navigate through the interface- Usage L = 1 than 40 items to play with. 
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>> Tantalisingly, you won't always know 
what the upgrades do before you spend your 
precious WECs on them. It's always fun to 
guess just how much carnage the ‘Dual 
Warhead’ or ‘Titanium Concentrators’ will 
cause and thankfully you're rarely 
disappointed. 

Schmaltz confesses, “We wanted to 
keep a lot of the favourites from Unreal 
Championship. We found that there's a huge 
demand for certain types like the shotgun, 
which originally we weren't going to have.” 


That's not to say that the weapons 
haven't been given a fresh twist though. 
Pariah's grenade launcher starts out like the 
flak cannon from Unreal Championship, but 
soon evolves into a launcher for Duke 
Nukem 3D-style pipe bombs that can be 
detonated remotely. Pariah's sniper rifle is 
just as cool. It can be upgraded with both 
thermal vision and armour-piercing rounds. 

Pariah adds an extra twist by making 
certain weapons counter each other. 
Brandishing the plasma rifle gives you the 


EN 


= 


^* Using the medical tool afflicts you with a disorientating blur for a few seconds afterwards. As does staring at the sun... 


added bonus of some anti-glare 

goggles. These protect you from 

the blinding flash of the plasma, 

which is equally helpful when 

others are wielding it against you. 
Given that most of the 

weapons are particularly 

damaging, it's also a [— 

relief that your health 

slowly recharges up to 

a point (like in The 

Chronicles of Riddick - Issue 29, >> 


Pariah 


Exclusive Access: Рапаһ 


э» 9.1). You start out with six blocks of 
health and will almost certainly lose a few of 
them along the way. Luckily, you also have a 
health tool to regenerate missing blocks. 

Following Half-Life 2 and Halo 2 (Issue 
34, 10.0), no FPS seems complete without a 
stockpile of ass-kicking vehicles. Pariah has 
four vehicles in total, including a motorbike 
with tyres so fat that even Judge Dredd 
would be jealous. The others are a two-man 
armoured jeep, a tank that seats four, and a 
hovercraft that's armed to the rotors. 

Not only are they fully destructible, but 
they also handle convincingly courtesy of 
Havok 2 engine physics. Running over an 


^* The upgraded rocket launcher fires napalm, perfect for setting those 


enemy and watching their body get mangled 
under the wheels is tremendously satisfying. 
Another great thing about the vehicles is that 
ammunition is unlimited. Trigger-happy 
drivers will find them overheating after 
sustained use, though. 

Of course, all the vehicles and weapons 
work just as well in the game's multiplayer 
mode, currently supporting up to 16 players. 
System Link and Xbox Live are both up and 


vehicles ablaze! 
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running across 14 gorgeous maps. There are 
all the usual game modes including 
Deathmatch, Assault, and Capture the Flag. 
After trying out several of them, we've 
decided that Assault is the most fun. There 
are bases at either end of the level and you 
must occupy them for a set amount of time 
to capture them. It's very similar to Star Wars 
Battlefront (Issue 33, 87), where having more 
players at a base accelerates the process. »» 


^* Enemies can run, but they can't hide! 
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4 Karina rides shotgun during some levels. 


^* This submarine is one of the bases. 
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¢ Your medical ship crashes at the start. 
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А It's possible to do ‘Warthog’ jumps! 


Usage í ` 
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Рапаһ 


DRIVI NG MS. CRAZY v The bogey passenger ` : \ The wasp carries tWo * 2 
controls the rocket launchers. ج > و‎ mini-guns that often overheat. — 

Throw your car w =s ¿PY ДЫ: _ 

manual away! x z j £ 

THERE ARE four different vehicles in Pariah y A Bom = 1 A 


and they're unsurprisingly familiar to the 
ones in Halo 2. Still, it's great to have them, 
particularly in multiplayer and the mini- 
editor. So far we've only driven the bogey 
jeep and the wasp motorcycle. They both 
handle convincingly and have cool weapons. 


> Easily the thing we're most excited 
about though is Pariah's excellent map editor. 
It's way more sophisticated than the modular 
editors in TimeSplitters 2 and THUG2 (Issue 
34, 7.5) but just as intuitive to use. 

“The idea was to squeeze as much 
functionality into the editor as possible, but 
without making it too cumbersome for the 
player,” explains Schmaltz. 

You start out by choosing one of eight 
different map templates. Each one has a 
distinct look and includes all the basic 
environmental objects you need to make a 
good level (you can add more along the 
way). At this point, it's just a basic land mass 
surrounded by water. By the time you're 
finished using the raise/lower terrain tools 
though, you could have a mountain range, 
lagoons or even immense landfill pits stuffed 
with explosive barrels. 


^* Raise ground and objects in one press. 


This mini-editor is really simple to use 
but still extremely deep. It's possible to 
knock out a decent map in 15 minutes or 
spend days working on a really incredible 
one. Xbox Live gives you an extra incentive 
to make your map as cool as possible. Any 
created maps can be uploaded to the Xbox 
Live servers and copied onto your buddies’ 
hard disks. If enough people go for Pariah, 
we could see a potentially unlimited source 
of downloadable content in the form of mini- 
editor maps! 

It's an extremely exciting prospect and 
has the potential to make Pariah one of 
2005's must-have FPSs. Digital Extremes 
seems rightfully confident about going up 
against Unreal Championship 2 this 
autumn. Pariah has the same engine, all the 
corresponding enhancements and a whole 
load of new tricks in its tightly packed 
weapons crate. The mini-editor really is 
Pariah's ace card though. We can't wait to 
see what the combined might of Digital 
Extremes and the Xbox Live community 
can come up with. 
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Doom 3 P950 Otogi 2: Immortal Warriors — 


A fantastic port, plus it's got all-new multiplayer options, too! Cross swords with undead warriors in Sega's stunning slasher. 


Dead or Alive Ultimate P065 Project Zero 2: Crimson Butterfly 


The ultimate in online 3D fighters smashes its way onto Xbox. Those fatal framers are back with more spooky snapshots. 


Oddworld Stranger's Wrath P070 Miami Vice 777 


EA’s bizzare, beautiful and downright brilliant actioner. Run for your lives! Don Johnson is on the loose! 


Mercenaries P076 UEFA Champions League 2004-5 ` 


Mayhem never felt so good! This is a chaotic third-person blaster. Not FIFA in an away kit, but interesting mission-based sports. 


The Punisher P022 Sonic Mega Collection Plus PC - 


Third-person action shooter, with a little more masochism than usual] Sonic titles of yesteryear keep up with most platformers today. 


NFL Street 2 P084 CSI: Crime Scene Investigation — 


The residence of American Football. Or this 'street' take on NFL. The TV show is a stylish blend of exitement and intrigue. This isn't. 


( COMING NEXT MONTH: UNREAL CHAMPIONSHIP 2, SPLINTER CELL 3, CONSTANTINE, RUGBY 2005, BROTHERS IN ARMS AND A WHOLE LOT MORE! 
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Reviews 


Dev: iD/Vicarious Visions 
Players: 1 
Link: 2-4 
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a trip to Hell q 


9*4 Release: Mar 2005 


Words: Kevin (heung 


— 


ROUGHT TO US by the legendary creators 
of Wolfenstein 3D'and Quake, Doom 3 
marks the long-awaited return of 
developer iD Software to one of its core 
franchises. Released on PC late last year, Doom 3 
was a visual assault on the senses that generated 
an enormous level of interest in the gaming 
community. That interest was thanks in part to a 
“paradigm shift” in design and programming. 

So why all the fuss over the Xbox version of 
Doom 3? It's simple, really; iD is very picky about 
where its ратез:аррёай@й@ they won't settle for 
second-rate ports that dilute the intended 
experience. The Xbox is the only console with the 
muscle to handle Doom; and despite many PC 
owners spending hundreds of dollars on upgrades 
just to have the game running at premium spec, it’s 
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somehow made {һе transition to 
console form in a surprisingly 
seamless manner. And, to be 
honest, there is nothing 
on Xbox that offers the 
same horrifying thrills — * 
and chills as Doom 3. 
To borrow a phrase from 
Ghostbusters, you're going to see shit that'll 
turn you white. & 
For the uninitiated, Doom 3 is a modern &€ 
remake of the original Doom. The story š 
recounts the timeless exposition of a lone sa £ 
warrior who fights through fear and d j 
desperation against impossible odds. Players = 
assume the role of a marine newly stationed at 
an outpost on Mars. A routine search for some 


А Witty one-liner: "Choke on this". 

>» missing personnel leads to the opening of a 
mysterious portal - a portal through which the 
armies of Hell come pouring in. 

The hissing, shrieking creatures greet gunfire 
and pleas for mercy alike with cruel butchery as 
they spread a choking darkness through the station, 
now saturated with the smell of death and freshly 
spilt blood. You somehow survive the initial 
onslaught, but you are alone. No-one is coming to 
save you. And what once was an ordered and 
industrialised space station is now a horrific, 
pulsating labyrinth of pure evil. Bloodthirsty 
monsters stalk the corridors and your dead 
comrades are less than shadows of their former 
selves as they stumble about searching for the next 
serving of that old zombie delicacy, fresh brains. 

If you are to live long enough to tell the tale, 


^* Quick, nail him while his hands are tied. 


you will have to step headfirst into the darkness 
and confront them with bullets, rockets and piping 
hot plasma. Watch the shadows and be mindful of 
every sound you hear, for death may come lurking 
around every corner. If you have a surround sound 
set-up, we suggest you use it: the split seconds that 
are saved by taking advantage of positional sound 
can make the difference between avoiding a beast's 
claws by millimetres and seeing those claws rip 
horrible gashes through your tender flesh. 

Unlike most games, Doom 3 is a game that 
delivers on its promise. It really is as scary as the 
packaging says it is. In case you've missed our 
coverage over the past year, the ‘paradigm shift’ 
mentioned earlier in the review refers to a shift in 
focus for creating a convincing environment. Where 
developers usually rely on high polygon counts and 


^A Metaphor for ‘that time of the month’? The thought crossed our minds. 


texture detail, iD has concentrated its resources on 
the dynamic use of light and shadow. 

The results have to be seen to be believed. For 
most people, lighting is an effect that's registered on 
a geometric level as shadows cut perfect 
intersecting lines across corners, curves and flat 
surfaces. In Doom 3, it's a lot more subtle and less 
artificial; the shadows look almost organic as every 
flickering computer screen, electrical spark and 
weapon discharge reveals split-second glimpses of a 
gorgeously detailed backdrop. You'll be fighting for 
every skerrick of light to make out what's around 
you, for beyond the pitch black lies the possibility of 
an attack from one of the demons of Hell. 

Of course, you can pull out your torch to bare 
the full detail of your surroundings - terrifying э» 


Bonus info 


VOICE LOG CODES 
Security boxes 
containing health, 
weapons and 
ammunition can be 
unlocked by keying in 
the right security code. 
Just look around for 
any PDAs and 
rummage through the 
notes - the codes are 
always in there! 
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X ULTIMATE DOOM AND DOOM 2 CAN BOTH BE PLAYED IN FOUR-PLAYER DEATHMATCH MODE 
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4 Don't loaf about like a sitting duck - someone's always trying to kill you! 4 Having a partner on hand doesn't necessarily make life easier. 


monsters included. It's a testament to iD's game 
engine that even under full light, the surrounding 
environments stand up to scrutiny and produce 
the same gasps of wonder that made last year's 
The Chronicles of Riddick (Issue 29, 9.1) so 
memorable. Every computer panel, every wire, 
every door, every rivet is painstakingly detailed. 
Dust, blood and debris provide an added layer of 
realism. It's fascinating stuff to gawk at, but unless 
you want to try stumping the creatures to death 
with the butt of your torch, you'll have to change 
back to a real weapon to survive. 

What's truly astonishing, however, is how 
tightly executed this entire visual package is. In 
any other game, you'd expect to see the odd claw 
or hand clip through a railing, or a random pixel 
or colouration that unintentionally reveals a door 
or switch - heck, even Halo 2 is known to have its 
glitchy texture pop-ins during the cut-scenes, but 


` 


most gamers take those things for granted. In Doom 
3, however, you'll get none of that. It's virtually 
glitch-free. If you see something out of the ordinary 
in the darkness like a red dot, it's probably a 
monster's eye, which means it's time to put up your 
dukes. Together with atmospheric sound effects that 
let you hear every echo through the darkness, 
Doom 3 creates a terrifying yet wonderfully cohesive 
environment that keeps players on their toes. 

On a more technical level, Doom 3 runs along 
smoothly at a constant 30 frames per second. 
Despite the bulldust of some developers that the 
human eye cannot perceive beyond 30 frames per 
second, 60 would've been much, much better. It 
would've been smoother, more reactive and a great 
deal more enjoyable. To be fair, the frame rate is 
equivalent to Halo 2, and iD has mentioned on 
earlier occasions that it is locked at 30 to 
accommodate the 720p high resolution picture э» 


A Chainsaw vs. Chainsaw. Awesome. 


PLAY THE CLASSICS 
Activision will be 
releasing a Limited 
Edition version of 
Doom 3, which comes 
in a spiffy metal case 
and features Ultimate 
Doom and Doom llin 
the Extras section. Both 
titles can be played in 
their original form, 
zipping along at a 
super-smooth pace on 
this generation's 
hardware. The Limited 
Edition will be 
available for $99.95; 
while the standard 
edition will retail for 
$89.95. 


^* Ugly critters come swarming out of the darkness. Make sure you've got an ample supply of shotty shells for the occasion. 
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2» mode. That's fantastic for Americans and the 
handful of Xbox owners in Japan, but it doesn't 
help the consumers of the PAL gaming world where 
high definition video output has been disabled. 
What Xbox owners will be most interested to 
know, however, is that Doom 3 is as good a port of 
the PC version as they can hope for. Although PCs 
represent the cutting edge of gaming technology, 
the same effects have been achieved using a few 
commonsense tricks. The Xbox doesn't have 
as much RAM as a high-end PC, meaning 
the Xbox can't store as much information 
between loads. The solution? Split the 
levels up into smaller portions that the 
Xbox can manage. This way, the load 
times are faster and the level transitions 
are smoother. Control has also made a 
problem-free move from PC to Xbox. 
Doom 3 is a slower-paced first-person 
shooter, which is very well suited to 
the Xbox's control pad. 
Certain elements of design defy 
commonsense, though. For 
instance, players can equip the 
flashlight or a weapon separately, 
but never at the same time. To be 
blunt, this is an absurd little rule to 
impose on players. When everything 
is blanketed in darkness, no person in 
their right mind would hesitate to strap 
the flashlight to the barrel of their gun. 
It's a standard feature in many first- 
person shooters and, funnily, there's a 
mod for the PC version of Doom 3 to 
do exactly that. Unfortunately there's 
no such luxury for the Xbox version. 
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4 Pentagrams аге a sure sign that a monster's about to materialise right on top of it. 


In any case, it's a terribly contrived rule that 
draws attention to problems at a fundamental level. 
Without this rule, Doom 3 wouldn't be half as scary 
as it is. 

And even though this is a remake of the 
original Doom, it's of some disappointment that 
Doom 3 will still throw you into the old “you can't 


leave the room until you've killed everything 
inside” scenario. We're frankly compelled to ask 
why. Why is it that when you are hideously 
outnumbered and outgunned, the doors are 
suddenly locked? Did the powers-that-be feel the 
odds would still lean in your favour with the door 
open, even though your only weapon is as > 


> THE XBOX LIVE HEADSET WILL ONLY WORK OVER XBOX LIVE WHEN PLAYING IN MULTIPLAYER. UNFORTUNATELY, THE HEADSET CANNOT BE USED DURING LINK-UP. 
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Bonus info 


DIDN'T FLINCH 

Some conventions of 
video game design 
can't be escaped. For 
instance, the fallen 
minions of Hell have a 
tendency to disintegrate 
into ash and disappear 
from screen, hiding the 
evidence of a gunfight. 


PICK-ME-UP 

Make sure you check 
through all the dark 
corners. Many of them 
are hiding health 
bonuses, armour 
shards and ammo. 
You'll also encounter 
the odd medical 
terminal, where you 
can revitalise your 
health points. 
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>> effective as a chocolate teapot? Wouldn't it have 
been more interesting if you could run away 
screaming for dear life? Wouldn't it be funnier if you 
could press a button to drop all your stuff, allowing 
you a little extra sprint time? 

If you're willing to overlook these niggles and 
buy into the atmosphere, Doom 3 delivers a highly 
visually driven experience. Like any good film, 
suspense and fear is shaped by what we cannot 
see. When the shroud of darkness is lifted, we are 


brought face to face with the creatures that stalk us - 


and panic that comes with it. The seconds that are 
spent pumping hot lead into them, revealing their 
faces through the strobe-like muzzle flash, draws a 
satisfying and classic sense of resolution. 

However, seasoned gamers will know that 
most confrontations aren't settled in seconds - 
they're settled by stepping back, discerning the 
attack patterns and taking all the time that's needed 
to strike at the appropriate moments. Doom 3 
creates an effective atmosphere that elicits all of the 
emotional responses iD would've hoped for when 
played through for the first time. But once you're 
aware of how mechanically the game can be 
beaten, it's difficult to buy into that illusion again. 


= B 


^ A twisted-looking R2-D2. 
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That said, Doom 3 offers few surprises. 
There aren't any branching paths, mini-games 
or gimmicks - it uses a plot, design and 
structure that's classic, tried and true. The problem 
with such a conservative design is that there's little 
incentive to come back once it's completed. 

It's a good thing, then, that iD implemented an 
all-new co-operative mode, exclusive to Xbox. If you 
and your friend are seasoned Doom 3 veterans, 
you'll be able to run side by side through the game, 
picking off zombies, Pinkies and Hellknights with 
precision manoeuvres. If you're both newcomers to 
the game, well, that's a whole different kettle of fish 
as you both tip-toe through the shadows like 
scaredy cats, waiting to see who'll be the first to let 
out a scream worthy of Ned Flanders. 

Either way, the co-op mode is geared to be a 
faster, more high-impact experience. You're 
expected to have a little less fear and a little more 
fun since you've got a friend with you, so the levels 
are structured in a 'best-of' arrangement for 
maximum player satisfaction. 

Also on offer are the standard multiplayer 
options, which are best played via linkcup. Doom 3 
features Deathmatch, Team Deathmatch and > 


^* Revenants come at you with homing missiles. 


WEAPONS 


Your tools for survival 
explained. 


A FEW PEOPLE ran away cowering in fear, 
other people were maimed, but you will 
survive the hordes of Hell by picking up a 
weapon and nailing them between the eyes 
one at a time. Here are a few of the basics... 


^* Chainsaw - perfect for slicing small 
monsters in two. Some will just run into it. 


+ Pistol - mostly useless, but it can 
save your skin on the odd occasion. 


^. Shotgun - high-powered and very 
effective over short distances. 


^A Machinegun - rapid firing rate and good 
over long distances. Deals out light damage. 


5 \ 


^ Plasma rifle - high damage, long distance, 
low firing rate. Reloads take ages, too. 


^* Cherubs and Lost Souls are amongst the freakier ghouls you'll face. 


A Eek! Run! Shoot! Get out of there! 


v Don't get too close 
to the Hellknights - 


their punches pack a 
mighty wallop! 


А "| am not an animal. | am a human being!" 


э» Capture the Flag modes, which are perfect for 
honing your run-and-gun skills. The Summary 

Doom 3 is ultimately a great showpiece for 
Xbox. Its gorgeous visuals and vivid sound effects 
will suck players right into its environment, eliciting 
the kind of responses most developers can only 
dream about achieving. 

However, while games like The Chronicles of 
Riddick captivate their audiences with courageous 
new gameplay ideas, Doom 3 won't make you feel 

as though you're experiencing something new. It 
follows the classic mould for first-person 
shooters, guiding players between rooms, 
pitting them against monsters of increasing 
number and difficulty. All that's changed is the 


window dressing. п 
If you're too young to remember the original The Verdict 


DOOM3 THE FACTS YOU NEED TO KNOW! 


'S QA STAFF, KEVIN LED THE PACK WHEN THE SOUND WAS TURNED OFF. HE COULDN'T SHOOT STRAIGHT ONCE THE SOUND WAS TURNED BACK ON. 


ell 


Doom, then you won't have to deal with the déjà 
vu. If you’re old enough to remember the original, 
then Doom 3 will be like firing up your favourite 
childhood movies for the first time on DVD - it's 
bigger, faster, better than you remember and PREVIOUSLY: Exclusive Access - Issue 27 
А COMING SOON: Hints & cheats 
a bloody good adrenaline rush. E 


X PLAYING A DEATHMATCH AGAINST ACTIV! 


Issue 38 065 


^ It may be a reduxed DOA2, but Ultimate boasts so 


STAGESS 


me of the most impressive visuals we'e seen on Xbox. 
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Dead or Alive Ultimate 


The ultimate online fighter that's truly a-Live and kicking 


Words: Andy Irving 


X X 
x Players: 1-4 FA Live: 2-8 players : E 
xr G 


xX http://www.tecmogames.com/games/doau 


HOSE GOOD old 3D fighters hold a place 
dear to the hearts of the majority of gamers 
today. We might be wimps who leg it at the 
first sign of real trouble, but we revel in 
commanding pixellated pugilists to perform all 
manner of bone-crunching moves on screen. 

But let's get this straight from the outset: DOAU 
isn't a new game. Comprising the first two Dead or 
Alive titles, both games have been given a Trinny 
and Susanna-style makeover for the 21st century. 
On the one hand, the original DOA is something of 
a history lesson. Riding high on the wave of the 3D 
fighter frenzy caused by pioneering scrappers like 
Tekken and Virtua Fighter, the title was a smash on 
its release on the Sega Saturn console. 

In its new incarnation however, the original 
title seems to have been neglected. Unfortunately 
no amount of graphical tweaking can bring this 
first game up to current day expectations. Each 
character looks blocky and very rough around the 
edges, whilst the garish environments are so 
undetailed and uninteresting we were soon crying 
out like toddlers in a tantrum for visual 
stimulation. Along with the regular Arcade mode 
(fight each opponent in turn) and Time Attack (the 
same thing only with points scored for a low 
amassed time total), comes the somewhat 
entertaining Kumite. Players can choose to fight 
opponents rated at 30, 50 or 100 Kumite levels. 
Fight your way through each of the other characters 
indefinitely, though you'll only gain whatever 
percentage of fights you win. Not massively different 
from the main game we know, but a variation all 
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the same, and the higher the stakes, the harder the 
opponents. The online mode does obviously 
account for the original game's presence, yet this 
really is one for die-hard fans of the series. That, or 
purists still wearing baggy combat pants and 
listening to All Saints circa 1997. 

What we're far more interested in is the 
superior sequel, DOA2. This smashed its way to the 
fore of 3D fighters, and when presented here, looks 
absolutely gorgeous. Tecmo has gone to town, and 
an impressive graphical overhaul means the game 
easily rivals stablemates DOA3 or Ninja Gaiden in 
the looks department. Or Natalie Portman, but 
various court orders prevent us from going into too 
much detail about that. Spectacular lighting effects 
match incredibly detailed textures, be it lens flare 
illuminating a rooftop duel at sunset or dramatic 
lightning flashes during a night-time bout. 

The environments play a big part in DOA2, and 
not just as a mindful distraction whilst a cocky >> 


X 


А Kasumi has a habit of luring men into all sorts of compromising positions. 


Bonus info 


BOUNCY BOUNCY 
DOAU comes complete 
with a bevy of busty 
beauties, all with 
rather exaggerated 
mammary glands. 
There is the option, 
however, of reducing 
the gratuitous bouncing 


on display at the end of 
every bout. 


SUITS YOU, SIR 


ONE OF THE key incentives to keep replaying 
DOAU is the unlockable costumes unique to 
various characters. The DOA Volleyball girls 
can keep their string bikinis; there are far 
more eccentric outfits on offer. 


fil sure be able to sleep well tonight! 


" 


^* We bet you will Tina, you little minx. The 
foxy lady wrestler goes feral for a life out on the 
prairie. Is that a cactus on your shoulder? 


Who's ready for a beat, damn? _ 

Э. a x 3 ed 
^* No, but we'd jump at the chance to beat 
Zack up if we ever saw him out in this. Didn't 
anybody tell him Fetish Night isn’t ‘til Saturday? 


1 don't have time to play around with you. 


Aww, come on Ayane, just a little bit? Loving 
the bow and, erm, ventilating skirt though. Not 
so sure about the white over-knee socks. 


id 


I have promised your brother, ! cannot let you die. 


А This is the Ryu we all know and love, looking 
cool and bound by honour and all that. Ninjas 
are cool, did we already mention that? 


š == 
А Just a bit further, 


А Triumph and she'll be sleeping with the fishes. 


100 KUMITE 


KASUMI 


2 HIT COMBO 


^ Use stages’ verticality to inflict huge damage. 
2» ten-year-old from Texas repeatedly pummels 
your head into the ground. Beautifully textured and 
gorgeously coloured, they factor into the gameplay 
in a valuable and enjoyable way. Most feature some 
form of destructible scenery, that when obliterated 
with, say, an unsuspecting opponent, cause massive 
damage to said foe (See Fall From Grace, page 087). 
The ramifications of this are twofold. On the one 
hand, it's immensely satisfying to propel your 
opposite number into a wall, electric sign or 
randomly placed tree, and the consequences are a 
bigger bite from their energy bar than Sir Ranulph 
Fiennes losing his chocolate before an Antarctic 
marathon. Conversely, you'll also be screaming in 
frustration as an Al opponent does their best to 
manoeuvre you into a compromising position 
before punting you over a huge drop, sapping up to 
half your energy bar at a time. This does upset the 
otherwise finely balanced fighting engine, and 
above all else, is massively annoying. 

And so onto the fighting. If there’s one thing 
DOA can be proud of, it's accessibility. Controls 
consist of two punch buttons, two kick, a block and 
a throw. Standard one- and two-button combos are 
both easy to perform and damagingly effective, 
though the various throws are more health-draining 
than a Supersize Messtyle diet and just as harsh. 
Getting in close to your foe is the key, so swoop in 


YOU GOTTA MOVE, 
RYU 

DOAU features a 
Sparring mode, where 
players can practise 
various moves on Al 
opponents. Their 
resistance can be set 
to anything from 
passively standing still 
to fully retaliating 
against your character. 
А sequence of recently 
performed moves is 
displayed at the bottom 
of the screen. 


PICK OF THE BUNCH 
On the stats screen you 
can view each 
character's popularity, 
dependent on the 
amount you use them 
throughout the game. 


This is translated well 
onto Xbox Live, where 
you can peek at which 
characters the DOA 
domineers are using. 


ге 


кш 
ШИ е 


Y Bi 


^* The DOA characters often have complex relationships; Tina gets goosebumps when Bass pumps... 


>> right after they've performed (and mistimed) a 
lumbering, slow attack. You can also perform 
devastating one-hit blows and throws, as denoted 
by the Black and White buttons. Comprising in 
strength of a throw and punch or punch and kick 
combined, your opponent may see these coming a 
mile off, but time it right and they'll be flat on their 
backs quicker than a slightly inebriated Gavin 
Ogden at the Playboy Mansion 

Obviously there are more moves on offer than 
a FlashdancelFootloose box set, and it'll take some 
serious time and effort to get the most out of them. 
Yet this again is a something of a double-edged 
sword. This open door approach to combat favours 
newcomers to the series, and allows them instant 
gratification and progress. As a result, button- 
bashers with the digital dexterity of Fingermouse 
would give any DOA vet a run for their money, 
simply by choosing one of the quicker characters 


and repeatedly hammering the fast kick button 
until victorious. 

What does really separate the men from the 
boys however, is the Counter System. Very tricky to 
tame, once mastered you can end a fight in a 
simple couple of moves. Just wait for an opponent 
to strike, then push away and block to grab a 
particular appendage and reverse them into a 
Counter Throw. More damaging than regular 


throws, they do feel rewarding to execute, yet it's 
incredibly disheartening when an Al opponent 
punishes you with one time and time again, every 
time you commit a clumsy lunge. These add much 
more significance to tactical fighting techniques; 
witness a match between two DOA experts and it'll 
be a measured, thoughtful bout rather than a 
frenzied whirlwind of flying limbs. 

Of course, fighting titles are all about the 
multiplayer, and this is what all the fanfare » 
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X SPONSORED SHINOBI: IN THE ORIGINAL DOA, LOOK OUT FOR RYU'S XBOX-BRANDED JUMPSUIT. IN FACT, ALL OF THE CHARACTERS BOAST ATTIRE IN SOME WAY INFLUENCED BY THE BIG BLACK BOX. 
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Bonus info 


RYU FAMOUS? 

Ninja Ryu Hayabusa 
has a rich history in r: 
videogames. Along with = 


starring in the Dead or 
Alive games, he's 
dominated arcades 
throughout the superb 
Ninja Gaiden series. 


SOUNDS LIKE... 

The opener to DOA2 is 
scored to the fantastic 
Aerosmith track, Dream 
On. It's also the track 
Eminem sampled for 
his anthemic Sing For 


The Moment. / 


que 


HIT COMBO! 


^* Corner an opponent into a treacherous part of 


jo 


LE 


the interactive arenas to 


^ Tengu is the final boss in Story mode. And a real 


О Weak and that lovely Die Window 
looks temptingly fragile. 


-e 


tough cookie too. 


э» around DOAU is about. Two players сап 
obviously fight it out in Versus mode, and it's 
infinitely more fun pummelling your best mate 


rather than an Al opponent. Online is a different 
story, with tons of brilliant game modes available, 
like Winner/Loser Stays On, Tournament, Team 
Battle and Survival. To have a 3D fighter that looks 
this gorgeous is one thing, but to have it play as 
silky smooth online as DOAU does is something 
entirely different. We only got to battle it out against 
the Yanks on Live at the time of writing, but look out 
next month for a full Live review, once you've all got 
your grubby mitts on it. 


; 


` 


A A swift kick to the nether regions and he's 
catapulted out the stained glass. 


The offline modes don't suffer as a result 
however, and are just as captivating. Tag battle 
allows players to pair two complementing 
characters (as helpfully hinted at by Tecmo) who 
can both swap in and out of battles intermittently 
and temporarily perform combined attacks on a 
single opponent. Story mode allows players to 
discover more of each character's intertwined 
histories, following on from the beautiful, heart- 
wrenching opener detailing the saga of Kasumi and 
Ayane. Repeated completion of this mode, 
culminating in a face-off with Tengu after a standard 
six-bout process, unlocks a new costume for that 
particular character. There are loads of costumes 
available (See Suits You, Sir, page 066) including 
some titillating numbers for Tina and Kasumi, 
though the What Not To Wear girls would have a 
field day with Zack's camp get-ups. 

There's not too much else to grumble about. 

It may be an update of a five-year-old game, but 
what an update it is - stunning to look at and 
intuitive to play. What DOAU lacks in technical 
ability over rivals like Mortal Kombat: Deception 
(Issue 34, 8.2) or Soul Calibur II (Issue 19, 9.4) it 
more than compensates for in visual quality and 
style. The fact that all of this is online too is the icing 
on the cake. For a history lesson in the evolution of 
3D fighters, check out the original. For an online 
brawler that looks the absolute nuts (before they're 
crushed by a vicious knee to the groin), DOAU 

is literally the ultimate game of its kind. Class. 


EVERY environment is a multi-tiered playground to inflict horrible pain on your opponent. Here Gen Fu gets the better of Leon with some nifty manoeuvring. 


` 


А He's lost some energy, but the fall finally 
drains the last of his power. Job done. 


^* Time your counter just right to grab him. 


А Tactical throws rival other attacks for damage. 


P 


А That's not the safest place to take a nap, is it? 


The Summary 2 


DEAD OR ALIVE ULTIMATE THE FACTS YOU NEED TO KNOW 


1 Sumptuous visuals make this one of the best looking games on Xbox, 
surpassing big bro DOA3. Shame then, that DOAI looks so dated 


Instantly accessible. Simple combos can match the more advanced 
moves, though the counter blows and throws are tough to crack. 


Interactive environments look gorgeous, and when timed correctly, 
are devastatingly effective at reducing an opponent's health. 


Both games feature full online play and include loads of Xbox Live- 
exclusive modes. It's a unique experience to play a Saturn title online. 


л и ы о n 


The single-player вате is limited іп scope, though does provide tons 
of different costumes to unlock, along with several hidden characters. 


А beautiful, balanced fighter, and а 
wealth of multiplayer options earns 


DOAU the ultimate respect. 88 


Preview & Playable demo - Issue 25 
Hints - Issue 39 


Issue 38 069 


X PEEPING TOM: THERE IS THE OPTION TO PURELY WATCH A REALTIME BOUT BETWEEN TWO CHARACTERS, WITH ADJUSTABLE CAMERA ANGLES. NOW IF WE COULD ONLY UNLOCK THOSE BIKINI OUTFITS... 


> Y 
OFFICIAL ayer E 


Stranger's Wrath 


Can a camel-faced weirdo in cowboy boots revive the once-great 
Oddworld series? Stranger things have happened... ; 


Words: Jon Brown 


| | 
X Dev: Oddworld Inhab.__ X Pub: Electronic Arts —- ү 
х Players 1 = Live: None 
< ——— — = — 

| Release: March 2005 __ 
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^ In a neat touch, it's possible for you to recharge your health at any stage by draining your stamina. 


TRANGER'S WRATH is odd like a blind man's 

socks. Grounded in a fictional universe so 

wilfully bizarre it makes God's version look 

positively logical and based around the 
most spectacularly ridiculous storyline we've 
encountered outside the clammy realms of mid- 
budget pornography, this is deeply weird stuff. Or at 
least it is for the first couple of hours, and then 
something really unexpected happens... 

Before we get onto that, a series of brief history 

lessons for the benefit of those Xbox students at the 


back who haven't been doing their homework. Tsk 
tsk. Lesson one: Xbox and Oddworld go way, way 
back. Like, waaaaaaay back to the birth of our 
beautiful machine, parent title Munch's Oddysee 
(Issue 01, 8.1) being arguably the most prominent 
title to have accompanied the launch of Xbox. 
Lesson two: Munch's Oddysee was released amid a 
flurry of insane hype and dictionary-checking, only 
to reveal itself to be a mild disappointment on the 
‘|-thought-that-coaster-was-a-biscuit’ scale. Lesson 
three: developer Oddworld Inhabitants has spent э» 


_ Oddworld Stranger's Wrath 


STRANGE TOWN 
Why it’s vitally important to play the 
man about town 


Bonus info 


BEAT THE BOSS 

If you're going to collect 
the full bounty you'll 
need to ease off your 
chosen criminal once 
his energy has started 
to wane. If you kill him 
you'll only receive a 
fraction of the cash. 
Always keep a non- 
lethal weapon to hand. 


BUG HUNT 

Capturing bugs for 
ammo is a major part 
of the game. Try to 
learn the habits of your 
favoured brand of 
bullet, thus making it 
far easier for you to 
hunt down projectiles 
in an emergency. 


HOT CROSS BOW 
Your crossbow can 
house two types of 
ammo at once. Equip 
yourself with a bullet 
for each occasion - 
perhaps a short-range 
bullet in case of melee 
combat, then a decoy 
attack should you feel 
the need to ‘get your 
sneak on’. 


Issue 38 O71 


SOURCE, HOLLYWOOD WHEELS ARE STILL BEING TURNED IN THE DIRECTION OF A FULL ODDWORLD MOVIE. DON'T EXPECT ANYTHING SOLID UNTIL THE END OF 2005 AT THE EARLIEST. 


X ODD JOB: ACCORDING TO A WEL 
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3? i 1 d 
e been spotted, it's 


= a 


^* Once you'v 


a wise idea to put some serious distance between you and your enemy. In short, leg it. 


э» the intervening years promising us that better 
was to come from their cast of colourful characters, 
and that next time around they'd find the perfect 
home for their imperfect creations. 

All of which brings us back to the present day 
and the furious opening two hours of Stranger's 
Wrath. It begins in explosive style, courtesy of a 
cutscene so staggeringly beautiful it'll cause Pixar 
animators to take their own lives. And then the 
story kicks off, one of the rare videogame plotlines 
that dares to be about more than just murdered 
brothers and botched genetic experiments. Crikey. 

It centres on Stranger, a gravel-throated bounty 
hunter of uncertain origin who roams the wild 
western plains of Oddworld in the manner of a 
young Clint Eastwood (had a young Clint Eastwood 
occasionally scampered around on all fours). 
Stranger's primary goal is to capture, dead or alive, 
the criminals troubling the uppermost reaches of the 
local sheriff's Most Wanted chart. Bring the crooks 
in alive and you'll earn the money and respect of 
the local townsfolk; bring them in dead and you'll 
just earn the money. Only not so much of it. 

The similarities between Stranger and Clint end 
abruptly when the time comes for our hero to draw 
his weapon. No standard issue six-shooter for this 
Man With No (Sensible) Name. Instead, a custom- 
built insect-flinger capable of firing harmful wildlife 
in the direction of your enemy. The only slight 
drawback to this wonderfully powerful firearm is 
that you're forced to catch your own ammo, so 
you'll need to take a serious interest in the local 
wildlife buzzing about your person at all times. 

Herein lies Stranger's Wrath's most potent 
gameplay concept: the type of ammo you use has a 
profound impact on the flavour of your playing 


experience. Use the Thud Slug, for example, a 
powerful, short-range weapon, and you've got a 
no-frills action blast; switch to the Chippunks, use 
them to distract your enemy, and suddenly you're 

in the middle of the most surreal stealth game ever. 
The genius here is that Stranger's Wrath is equally 
comfortable as both shoot 'em up and sneak 'em up. 

Just as impressive is the seamless blend of first- 
and third-person action. You can switch perspectives 
at any stage, which becomes increasingly useful the 
more the shooty bits become integrated with the 
jumpy bits. So it is that Stranger's Wrath sees the 
FPS meeting the third-person platform title to the 
sound of wedding bells and happy laughter. 

Unfortunately, our story doesn't end there. 
Indeed, it's at this point in our tale that the last 
thing you were expecting to happen finally happens 
- Stranger's Wrath becomes a little (whisper it) 
predictable. Having started out so energetically, the 
honeymoon ends with the abruptness of a fart, the 
gameplay then becoming all too familiar. The fat 
rolls and tracksuit bottoms aren't far behind. 

The grim realisation thus dawns that Stranger's 
Wrath's core gameplay isn't nearly as inventive as 
the many gimmicks that circle it. Sure, it remains an 
enjoyable experience even during its many fallow 
periods, but the pedigree of the Oddworld brand 
and the standard of the artwork throughout lead 
you to anticipate an innovation orgy that never quite 
reaches its full potential. 

A typical hour of play runs something like this: 
head out to a new town; locate the Bounty Office; 
select your next victim from the menu provided; 
fight through 20 or so minutes of lightly taxing 
platforming and scrapping; confront your victim via 
a full-on boss battle; win; return to the Bounty э» 


oS 
TALKING CLACK 
Get bored of sucking 
up that bounty and you 
can stroll around 
casually talking to 
pedestrians, known in 
some parts as Clackers. 
Their responses - all 
5,000 of them - have 
been written in a 
typically nutzoid style, 
so be sure to listen up. 


IN WITH A BULLET 
The sound effects in 
Stranger's Wrath are as 
detailed as its graphics, 
so make sure you play 
with the volume on full 
blast. Hang around 
long enough and you'll 
even catch the odd 
aside from the 
creatures loaded into 
your crossbow. Neat. 


uu 


А It's well worth paying attention to the story. 


А Ammo selection is the key to success. 


Bonus info 


FAME AGAIN 

Players who spend 
their free time beating 
up innocent townsfolk 
will quickly earn 
themselves a 
reputation for cold- 
heartedness, altering 
the manner in which 
others respond to 
them. Spread a little 
love, on the other 
hand, and you'll soon 
be galloping past 
throngs of hushed 
admirers. 


э» Office; select your next victim from the menu 
provided; repeat until the credits roll. 

At the root of Stranger's Wrath's problem is an 
identity crisis: in places it seems unable to decide 
whether it wants to be a truly free-roaming action- 
adventure title or a more traditional story-driven 
affair (That's an interesting way to look at a 
versatile game engine - ed). To begin with it 
attempts to convince you that you can go anywhere 
and do anything you want, and then it changes its 
mind, pulls you back in line and forces you to get 
on with it. 

This in itself is no reason to discount the game. 
A blind leap into the future of games it may it not be, 
but it still makes for a cosy ride through its recent 
past. It's worth playing if for no other reason than to 
experience it purely on a visual level. The western 
setting has been superbly realised, from the hand- 
painted signs to the dandelion seeds blowing on the 
breeze, while the characters are memorable enough 
to deserve their own suburb in your brain, just across 
the cortex from Buzz Lightyear and Mr Incredible. 

Indeed, those of you who stick with Stranger's 
Wrath in spite of its surprise-light gameplay will 


come to appreciate its many hidden charms. Like its 
parent title, what Stranger's Wrath lacks in terms of 
genre-defining innovations it almost makes up for in 
deft touches and neat technical tricks. Find yourself 
unable to remember where it is you're supposed to 
be going next, for example, and your character will 
turn and tell you himself, provided you don't touch 
the controls for a couple of seconds. This, we like. 

Nevertheless, we'd be lying if we didn't admit 
that we were expecting a little more from Stranger's 
Wrath. As an audio-visual experience, it's almost 
unparalleled in terms of Xbox action-adventures, 
while only the forgotten classic Beyond Good & Evil 
(Issue 25, 8.9) can claim to have matched its artistic 
flair and imposing atmosphere. The fact remains, 
however, that beneath its cowboy hat and shit- 
kicker boots, Stranger's Wrath is just another game. 
And that, for a developer that prides itself on its 
fierce imagination and commitment to envelope- 
pushing, is a damning final verdict indeed. 

You owe it to your Xbox to give this a spin, just 
don't be too surprised when journey through the 
wild west turns out to be a little tamer than you 
at first expected. Strange, but unfortunately true. Е 


Oddworld Stranger's Wrath” 


^* These hulking great guards are actually far softer than they at first appear. Knock 'em down, then suck 'em up for the bounty. 


The Summary 


ODDWORLD STRANGER'S WRATH THE FACTS YOU NEED TO KNOW 


Unfortunately, once the clatter of its furious opening has died down, 
the pace of Stranger's Wrath slackens somewhat. 


The Verdict 


PREVIOUSLY: News - Issues 31 


COMING SOON: Hints - Issue 39 


Unique and fabulously realised western setting succeeds in breathing 
cowboy-scented atmosphere into every inch of Stranger's Wrath. 


Great story and lovely character design. You'll want to play on just to 
find out what happens to our facially disadvantaged hero. 


Compensates for the fact that you only have one weapon by making 
it the most amazing firearm in the history of the world. 


Neat mix of first and third-person action. Incredibly, the control 
interface manages to be pin-sharp throughout. 
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УФ Dev: Pandemic yQ Pub: LucasArts 
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Ramming a whole heap of C4 down the trousers of Xbox owners... 


HE DEMILITARIZED zone (DMZ) that separates 

North and South Korea is described by some 

as the most dangerous place on Earth. It is a 

landscape of nightmares; a wasteland thick | 
withiaxtillery craters, barbed wire, minefields, 
graveyards;and the skeletons of villages. The earth 
has been shelled, mined, overgrown, booby- 


trapped, burned and abandoned, and it is here the 
entire duration of Mercenaries takes place. 

From Pandemic, the studio responsible for the 
likes of Full Spectrum Warrior (Issue 28, 8.9) and 
Star Wars Battlefront (Issue 33, 87), it's obvious 
from the outset that there’s a wealth of military 
clout behind Mercenaries. If you're looking for э» 


Mercenaries” 
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( CRACK SHOT; BEN L WENT PAINTBALLING ONCE, HE WAS SO ENGROSSED BY IT HE FOUND HIMSELF CRAWLING THROUGH A FREEZING STREAM JUST FOR À CLEAR SHOT OF HIS ENEMY. | À 
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э» cute, you're in the wrong place. If you're 
looking for a war-themed GTA then, surprisingly, 
you might also be in the wrong place. 

The DMZ is full of warring factions, each with 
grudges against one another. Obviously North and 
South Korea have a presence, as does the UN, the 
Chinese military, and black market racketeers the 
Russian Mafia. It is these organisations who'll feed 
our bank balance if we help them with a few 
‘favours’, and these that we'll then be shamelessly 
attacking when revenge hits are called for. 

The five groups will each be indicated on 
screen as a flag, but only when you're in favour 
with them. If a hit goes wrong or you back out of a 
contract, your standing with each group will fall, 
only to be redeemed with a cash donation or the 
recovery of stolen items you'll find littered around 
the map. Fall too far out of grace though for, say, 
destroying an entire military airport for shits 'n' 
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The Armoured Car 
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г) The Chopper $ 


giggles, and you'll be shot on sight by any patrol or 
scout that encounters you from there on in until you 
literally bankrupt yourself to stop the hits. 

The DMZ is a huge, sprawling area so there is 
little chance of incurring too much wrath without 
being able to escape and earn those much-needed 
Brownie points to get back on side with a contractor. 
Populated with rolling hills, misty mountains, and 
secret outposts, the DMZ is easily as large as Vice 
City. Unfortunately it isn't as easily navigated nor 
half as pretty, despite being fully free-roaming from 
the start. This isn't a place like Vice City where 
you've got to make a meal of things or blatantly 
break the law to bring on some heat - It's a DMZ. 
This is effectively war, and free-roaming around 
battlezones is just not something those with a sense 
of mortality would approach without care. 

While realistic, some will find it tedious to have 
to be careful about keeping a ‘ride’ in working order 


Е є >: . 


~The Aft Aircraft Tank 


А Burning wreckage often spills its cargo for you. 


to get home after the dust settles. Because it's a 
DMZ, there's no constant stream of vehicles to 
liberate, so there's often a need for caution or very 
long walks back home. Manage to carjack a vehicle 
though, especially one with city-flattening » 


= The Tank 


Bonus info 


POP IDOL 

Remember to shoot 
and destroy any statues 
or monuments you 
encounter. These are 
symbolic and will earn 
you respect from other 
factions if you manage 
to destroy them. 


SLAUGHTER HIGH 

If you stay in a chopper, 
look out for enemy 
choppers in the sky 
too. These will shoot 
you from the clouds 
easier than anything on 
the ground. 


LIFE BUOY 

Stay clear of water. You 
can't swim and a tank 
certainly can't float so 
be prepared to jump 
out if you find yourself 
heading towards a 
watery grave. 
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Mercenaries 


ONE MAN DEMOLITION Cause a crisis then sit back and watch it unfurl... 
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ELE MD-530 Scout 


MD-530 Scout = _. 
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А This will annoy the hell out of the Chinese army but it's great fun nonetheless. ^* Destroy listening posts that monitor you. 


э» capabilities, and the world is your you can call in full bunker-busting wrath of hell stuff target. Buy special weapons drops from any of the 
oyster, and you're a bloody great and scorch the earth away (and anything on top of factions and you'll be laser-targeting buildings for 
hammer ready to break it open. it). If you can conceive of a way to kill, Mercenaries an airstrike, calling in artillery strikes, carpet- 
During the game you'll have to lets it happen, and that's where the beauty of the bombing compounds, or watching those bunker- 
bring down the 52 Most Wanted game unfolds. Every man-made structure, be it a busters bore into the earth before sending up a 


Korean generals, designated in a humble watchtower or a huge fortified skyscraper, spray of dirt and bodies. It's damned, dirty fun 
deck of cards system, but how can be destroyed. You can flatten and stomp, and we're encouraged to make the most of it. 
^. Mui: this is executed is entirely at explode and implode everything you see. Pack a Much like GTA, there's incentive to spend 
Silent and your discretion. You can stack of cars against a building or under an arch, set time exploring the environment and doing with it 
deadly and employ stealth (of a sort) one off, and let them blow. Hijack a chopper and fill as you see fit, because it's during these times extra 
single. Nice. and sneak in for a snipe, or it full of tank-busters then rain them down on your money can be earned and secrets unlocked. э» 


X DID YOU KNOW? DAVID HICKS ALLEGEDLY WET THE BED UNTIL HE WAS 15 YEARS OF AGE! 


Issue 38 077 


А Mount a cannon or machine-gun and the destruction is simply brilliant. Just don't do it too often or it gets boring! 


BAIL OUT! 

If you're flying and a 
sign flashes up with the 
signal ‘AA Launched’, 
get out of there asap. It 
means within about 
five second you'll be 
blown to pieces. 


FLASH BANG 

If you want to capture 
someone without 
killing them use the 
stun grenade. It will 
incapacitate them and 
you'll then be 
rewarded more cash 
for capturing them 
alive. Failing that, just 
shoot them. 


GIMME A RIDE! 

You can hijack any 
vehicle in the game, 
but choppers and tanks 
are the best to take. For 
the tank you swing up 
on the turret and throw 
a grenade in the hatch, 
and with the chopper, 
you literally pull the 
pilot out and let him 
fall to a miserable 
death far below you. 


Bonus info 


э» But, unlike СТА, Mercenaries doesn't quite 
possess the panache to keep free-roaming play 
engrossing. We thought there could never be 
enough destruction but whereas GTA gradually 
layers on the intensity, Mercenaries just barfs it up 
in your face. There are near-nuclear weapons at 
your fingertips from the beginning and very little 
consequence for using them. Financial penalties are 
no kind of punishment for going crazy so there's no 
real incentive to spend that much time on a 
rampage. Having a fleet of Black Hawks or swarms 
of heat seekers on your tail would have upped the 
ante, but there's none of it. This is consequence-free 
gaming and, as a result, free-roaming can get dull. 

The missions themselves more than 
compensate for the free-roaming aspects though, 
thank goodness. They are varied enough to 
encompass tasks that require belly-crawling through 
undergrowth to plant C4, and then there are those 
that push the beautiful physics engine to its limits 
as cars, fuel dumps, and passenger jets all explode 
into the sky in a wash of flame and smoke. If there's 
one thing that easily surpasses the standard set by 
GTA, it's the physics. They're stunning. 


^* Hijack vehicles with a swift uppercut. 
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Mercenaries, despite not quite hitting all the 
goals it aims for, is a superb effort nonetheless. The 
score is reminiscent of the old John Barry Bond 
themes, and there's a genuine menace in the DMZ 
thanks to the all saturating mist. The subversive 
thrill of destroying just about everything you clap 
eyes on is ingenious within the context of a mission 
too, yet the game is a bundle of contradictions. 
Where it excels to brilliance in parts, it also 
manages to be indescribably daft. Hijack an 
armoured car by killing the driver and the soldier in 
the gunner's seat will then instantly forget it ever 
happened and lend you a hand. We got the sense 
that everything in the world was placed there for 
the sole purpose of being destroyed, without 
enough consideration to the fact that, just maybe, 
they should be protecting themselves from you. 

The three mercenary character types are 
different on the exterior only, with nominal strength 
and stamina differences. If you like the way a 
character's ass wobbles when she walks, you might 
just as well choose her for all the good it does. All 
three characters are ridiculously hard to kill, being 
capable of surviving chopper crashes and » 


^ Choppers can be blasted from the sky. 


Nationality: Swedish 
: 31 
with ExOps: 1 ; 
Notes: An unproven ExOps agent but his record 
scores in the physical portion of the entrance 
exam show great promise. Nilsson's physical 
agility and the fearless demeanour should make 
him very effective in the North Korean theater. 


Nationality: American 
Age: 35 

Years With ExOps: 7 
Notes: The son of a Korean interpreter. Jacobs 
served seven years in the US Army's Combat 
Application Group. His training supposedly allow: 
him to withstand bullet wounds and shrapnel à 
that would incapacitate another operative 


Nationality: British 
E33 
ws with ExOps: 7 ER 
Notes: Mui draws on her MI6 training to go 
undetected in hostile environments. This, 
combined with her extensive covert combat I 
experience and abilities, make her highly qualified 
for the North Korean theater. 


Mercenaries 


oy Wr HOUSE OF PAIN Working through the Korean 52 


А A well-placed bullet can shatter fuel drums, causing huge amounts of destruction to the enemy. 


э» exploding vehicles without a scratch. Again, this 

just s the idea that Mercenaries i about The Summary 
venting anger and smashing up whatever the hell 
you like. It succeeds perfectly in that respect. 

As an exercise in showing off explosion physics | T Second to none use of the physics engine means every explosion 
and brainless fun, Mercenaries is a faultless title. An er медіа тога 
over-the-shoulder rocket launcher and access to a „too many explosions do spoil the broth though. A visual treat at 
helicopter is all you need to get stuck into the most 2 
overly gratuitous, superbly silly game we've seen in 
ages, and if you can stand to gasp and giggle at a 3 
barrage of destruction for longer than quarter of an 

` hour, then you're a great man indeed. However, 
‘sandbox’ games need to strike a balance. Freedom 
to do what you want is a good thing, but not when 
it comes at the expense of characterisation, plot, Al, 


MERCENARIES THE FACTS YOU NEED TO KNOW! 


first, but there is such thing as getting too much of a good thing. 


The three mercenary characters are completely interct 
there's no real impetus to play more than once as a dif 


The score is superb. No cult pop classics or r 'n' b, bi 
work rivals those good old spy flicks for creati 


— and gameplay. If Pandemic had just reined in the 
y ES obvious fun it had developing Mercenaries, we 
Ww gamers might have had more fun playing it. It's 


€ Mattias sturdy, it's explosive, and in short bursts it's a 
Nilsson: Sexually stupidly enjoyable, C4-charged rolling death 
ambiguous and machine of a GTA-beater. Beyond that though it 
veryslightly never stretches itself to the obvious cult classic 
psychotic. it could have so easily become. 


"X, GRENADE, GRENADE!: GRENADES ARE PRETTY DANGEROUS, BUT THEY'RE NOTHING COMPARED TO RPGS. IF YOU CAN FIND ROCKET-PROPELLED GRENADES, USE THEM FIRST AS THEY'LL CAUSE MAXIMUM DAMAGE. 
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MANY WEAPONS. 


MEDIUM LEVEL 
ANIMATED VIOLENCE 


ONE MAN. 


SSAULT 2 
(ane Low 


are one of the last members of the Wolf Dragoons 


Reviews 


“I've got a rocket and it's А - [ 
going in your, er, pocket" + 


4 "You didn't bless me when | sneezed”. 


Í 


^* "What's that? Phantom pains? Riiight". 


unisher 


Ever wanted to vent your frustrations using a car door and someone's head? 


Words: Eliot Fish 


Q Dev: Volition 


> Publisher: THO 


225 — a 
Players: 1 Live: Aware 


4 Release: Out Now 


> www.thq.com/thepunisher 


RANK CASTLE, AKA The Punisher, is the kind 

of guy who chews bullets for breakfast. 

Break a two-by-four over the back of his 

head, and he'd probably not even notice. 
But as fearsome and macho as he is, he's not at all 
someone you need be afraid of... That is, unless 
you're a criminal. You see, the Punisher won't rest 
until he's cleansed the planet of all the scum and 
villainy he can flush out of the shadows. He's a true 
vigilante, tired of the ineffective justice system that 
always seems to let crims off the hook. When the 
mob murdered his family, something inside him 
snapped, and now he won't rest until every and any 
guilty person has been dealt the harshest 
punishment possible. 

Forget the Punisher movie that graced cinema 
screens a year or so ago. Thomas Jane was about as 
suitable for the Punisher as Keanu Reeves is to play 
John Constantine. This game from Volition and THQ, 
however, is intent on bringing back to life the 
hardcore Punisher from the Marvel comic books, 
complete with the slicked-back black hair and 
superhero style fashion sense. This is the Punisher 
pulling no punches, and it makes for a very violent 
videogame indeed. As we're all too aware, though, 
ultra-violence isn't necessarily the key to an intense 
action game. Manhunt proved that sometimes it 


can distract and overwhelm the message, let alone 
trivialise the gameplay (...not to mention get banned 
by the OFLC - ed). 

The main menu in the game is set in Frank 
Castle's apartment. From there you can access the 
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^* "Hold still - you've got food on your mouth". 


"War Zone" map which triggers the story missions; 
the "Armory" that lets you manage your burgeoning 
cabinet of firearms; the "Upgrades" screen that lets 
you spend points on improving the Punisher's 
attributes; the "War Journal" which keeps tracks of 
the criminals you've punished, along with news 
clippings on how the story ties it all together; 
"Extras", such as all the unlockable pieces of 
concept art, comic book covers, trailers, cheats and 
so forth; as well as fiddly game options and Xbox 
Live awareness. It's a good set-up, and the War 
Zone does eventually allow you to choose missions 
out of order, to help give you a little bit of control 
over the proceedings, as if you really are the 
Punisher choosing his next course of action. 
Gameplay is solid third-person action in the 
mould of Max Payne - you view the Punisher from 
over his shoulder as you unload countless rounds of 
bullets into endless waves of thugs, carefully 
making your way through each location to ensure 
you dispatch each and every one of them. There's 
quite a selection of weaponry on offer, from pistols 
and shotguns to assault riles, SMGs, bulky 
machineguns, a flamethrower and more. Because 


the Punisher seems to be able to withstand quite a 
hail of bullets, you find that you can just waltz 
through roomful after roomful of bad guys and just 
swing your guns back and forth until they're all 
mowed down. Stand in the one spot and it 
sometimes seems your health bar isn't even taking 
any damage, such is the ease of the Normal 
difficulty setting. It seems the game has been 
designed this way so you can enjoy the brutal force 
of the Punisher, wading into battle without a 
smidgen of fear - confidence that instills terror in 
the crims. Thus, you're always outnumbered by a 
huge margin, and it becomes more about 
conserving ammo than preserving health. » 


^ "What's that? You're too big for the coffin? І can you help fix that..." 


Bonus info 


THE ART OF TORTURE 
Push the left analogue 
forwards and back to 
simulate various acts of 
intimidation and 
torture. Push the stick 
too far, and you'll throw 
the thug over the edge 
or smash his head in 
the ground! 


The Punisher’ 


^ "| love the smell of barbecued gang-rapists in the morning". 


^ "This dandruff is just criminal. Time to die!" 


Bonus info 


— 


А "Do you expect me to talk?"; "No, Mr. Bond, І expect you to die". 


» The Punisher's grit also allows you to walk 
up and grab crims by the scruff of the neck in order 
to interrogate them, and maybe perform a special 
kill - two elements to the action that are featured 
very heavily in every level. After grabbing a bad guy, 
you can use him as a human shield, or use one of 
four different interrogation techniques in order to 
squeeze out some crucial information. Smack their 
head into the floor, punch them in the gut, choke 
them, or wave a gun in their face - all performed by 
carefully waggling the analogue stick so as to 
maintain a level of intimidation without killing your 
victim. Each level also has hot spots for special 
interrogations or special kills that utilise the 
environment or deadly objects and machinery. 
Dangle thugs over balconies, force their faces into 
burning furnaces, shove them into piranha ponds, 
feed them into mulchers, and so on. It's terrifically 
gruesome stuff at the best of times, and it's also fun 
to see what outrageous acts of violence the 
Punisher is capable of. 

However, these treats don't make up for the 
fact that the bulk of the gameplay is very 


^ Every psychopath has а list like this. 


predictable shoot 'em up action - gunning down 
waves of bad guys, over and over again. If the 
character of the Punisher hadn't been realised so 
brutally well, we'd normally leave this one on the 
shelf. Hardcore Punisher fans, however, are sure to 
enjoy his extreme antics and the way he smoulders 


with generic rage, despite how repetitive the B 


action may become. 


` RAMPAGE MODE 
If you didn't think The 
Punisher could get any 
more blood-thirsty than 
he already is, then 
you'll be pleased to 
know that he's also 
capable of going into a 
"rampage" mode with 
the simple press of the 
Y button. Out come his 
hunting knives, and 
many a criminal's 
internal organs... 


The Summary 


THE PUNISHER THE FACTS YOU NEED TO KNOW! 


А more authentic take on the gritty Marvel character than was 
brought to us by Hollywood last year. 


Packed with violence, both comic and gruesome. The Punisher 
sometimes makes Manhunt look like a gentle skip through tulips. 


Lots of unlockables will keep fans hunting for those elusive comic 
book covers or obscure pieces of concept artwork. 


There's nothing very memorable about the relentless shooter action, 
other than the extreme interrogation animations. 


The action is solid enough to satisfy, it's more a case of repetition 
and blandness preventing the game from being memorable. 


The Verdict 
10 


PREVIOUSLY: Incoming & Firsst Look 
COMING SOON: Hints & cheats 
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NFL Street 2 


99.932 
What Gravity? 


A 


4 


Scraped kneecaps galore as Gridiron is taken on to the streets... 


Bonus info 


SHOP-A-HOLICS 
There's an incredible 
amount of material to 
unlock. Completing 
challenges or ramming 
into certain hotspots 
uncovers a number 
NFL legends. However, 
by building up your 
coffers, you can also 
enter the various 
barber, clothes, gear, 
and Reebok-dedicated 
shops and customise 
your team of brawlers 
with jerseys, pants, 
shades and enormous 
'70s-style disco afros. 
Suits you, sir... 
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Words: Jermaine Mann 
<A xX KET ED 


x www.easportsbig.com/games/nflstreet2 


ET'S cut straight to the chase. NFL Street 2 
plays almost identically to last year's 
offering (Issue 26, 7.8), bar a few outrageous 
tricks that allow you to run up walls as 
though auditioning for a Gene Kelly musical. It's 
essentially arcade American Football trying to be an 
extreme sports sim. Or a Nickleodeon sports- 
themed cartoon trying to get a recording contract on 
the West Coast. It has as much emphasis on 
spinning balls on fingers, big hair and donning 
oversized shades as it does nailing touchdowns. 

As is the trend with most EA sports sequels, the 
big progression lies in its structure. You've still got 
reduced-size teams battling on urban sportsgrounds 
and taunting each other with WWE-style posing. 
However, to make the experience more engaging, 
EA has pumped up the offing with a brand new 


^ Howzat! The Miami Dolphins blitz the QB. 
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selection of challenges to test your mettle. You now 
get to run the NFL challenge gauntlet, or develop a 
team from scratch with your own customised 
character in Own the City, and tour the rundown 
parking lots and rooftops that Bay City has to offer. 

The beauty of NFL Street 2 is its immediacy. 
Although numerous offence (running, passing and 
trick) and defence plays can be employed, its 
anarchic nature ensures it is extremely fast-paced 
and easy to pick up. The rules are stripped down to 
the basics; stringing together trick/taunt combos for 
a Game Breaker power-up is almost as key as 
swaggering into the endzone. The absurdity is also 
reflected in the game styles - don't expect epic 
Super Bowl-style trade-offs with cheerleaders 
wiggling their botties in the background. This is 
pure playground stuff, with competitive seven-aside 
matches co-existing alongside various exotic 
passing, stunt and keep-ball/tackle challenges. 

However, despite its compelling new play, 
there isn't a great deal of improvement elsewhere. 
Sure, it has extra stunts to learn, like springboarding 
off walls to get extra distance on throws, or - our 
favourite - hurdling charging aggressors by running 
up the very same borders. The visuals are still 
mediocrity personified, and the soundtrack is even 
worse, promoting crappy nu-skool metal/rap bands 
you really hope split up before the inevitable 
development of NFL Street 3 commences. 

NFL Street 2 is probably what you'd expect - 
great, simple fun that makes the normally turgid 
sport of American Football slightly more accessible 
to the masses. Sadly, it's also little more than a 
regurgitation of last year's title with slightly different 
modes and a couple of extra stunts. Recommended 
for post-pub gamers with mates definitely, but 
unlikely to offer a considerable deal in the long 
term. If you're a serious sports enthusiast, the 
Madden and NFL 2K games really are worth the 


patience. And it still doesn't have online play. B 


We'll have to leave that to the Yank version. 


The Summary 


NFL STREET 2 THE FACTS YOU NEED TO KNOW! 
1 Good, riotous fun and instantly accessible, even for those with 


non-existent knowledge of American Football. 


Plays identical to the first game, but with a few new, crazier tricks 
like hurdling off walls, duking off walls and jumping into hotspots. 


Great Own the City game mode that involves developing your own 
character and collecting new Street players to add to your team. 


A large selection of objective-themed Street challenges that make the 
| game even more offbeat and varied. 


Mediocre cartoon visuals that at least do the trick. Shame about the 
terrible soundtrack though. 
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Crazy-assed fun and compelling new 
modes, but still not enough 
improvements over its predecessor. 
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LY: Nope, straight into the end zone for this street sports sim 
G SOON: Hints - Issue 39 


Dtogi 2: Immortal Warriors 


The sequel that's far more epic than any movle this year 


Words: Andy Irving 
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xr rm 
xr G 


X www.sega.com/sgamesite/otogi2 /content.html 


VER HAD THAT great feeling where you open 

up your wallet to find a completely forgotten 

$20 note tucked away in there? We got the 

same pleasant surprise when we played last 
year's Otogi - Myth of Demons (Issue 20, 8.0), a real 
sleeper hit that went woefully unnoticed by many 
gamers. Sega has done the righteous thing and 
released the sequel (which has gone done a storm 
in Japan) over here, and this mystical masterpiece 
has even more to offer than its predecessor. 

Core gameplay remains exactly the same as the 
original, which is great news for Otogi fans. Demons 
have once again infested mythical China, and 
players are tasked with eradicating the problem. But 
forget the script, this is really just an excuse for 
some truly exhilarating hacking, slashing and all 
round destructive madness. This Morning's 
makeover team would be proud of the visual 
advancements of this sequel, as the environments 
look absolutely stunning, and gorgeous lighting 
effects create a beautiful, ethereal atmosphere. A 
new physics engine makes slicing your way through 
the scenery an absolute joy, and great particle 
effects make for some spectacular smashing. 

Otogi 2 really goes to town on the destruction 
front, with tons of destructible scenery in every 
environment. Combat is simple and intuitive, and 
although limited to two buttons, it's possible to pull 
off massive, hugely satisfying combos. We knocked 
up a finger-burning total of 1043 on one level, but 


^ Magic can be upgraded after each mission, allowing you to unleash huge attacks that take down scores of demons at a time. 


didn't mind the pain one bit thanks to the truly 
spectacular nature of the action. The lock-on 
function returns, though is only of use when 
unleashing one of your spectacular magic attacks. 

Five new playable characters partner returning 
hero Raikoh in his quest. With their unique 
strengths and attributes, each is individually suited 
to particular stages. A fleet of ghoul ships attacking 
the mouth of a river must be dealt with swiftly, and 
although it may be tempting to use the brute force 
of Kintoki, the tight time limit means the weaker, yet 
more nimble Sadamitsu is of greater use. With 
warriors only available for one mission per stage, 
strategy plays an even greater role than before. 

This typifies Otogi 25 migration towards a 
heavier emphasis on RPG elements, which is only 
a good thing. After each stage your performance is 
graded on the number of enemies and objects 
destroyed, maximum combos and time completed. 
Upgrade points are awarded, and your characters 
levelled up. New magic, weapons and accessories 
can be purchased in the all-encompassing shop, 
and specifically equipped before each mission. This 
adds considerable depth to such an action-heavy 
beat 'em up, and yet never detracts from the true 
nature of the game. 

We really haven't got much to gripe about with 
Otogi 2. The camera can be a bit of an issue - it's 
painfully slow to fully rotate and occasionally gets 
stuck. Also, due to the sheer number of enemies 
players face, the action can get repetitive and suffer 
from the odd bit of slowdown. However, considering 
the sheer scale of mayhem and destruction going 
on at any one time, we can easily overlook this. 
Such a humble gem of a game deserves recognition 
on the scale of more publicised actioners on 
release, and any self respecting beat 'em up fan 
definitely needs this in their life. EI 
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Bonus info 


Miss; 


CAUSING HAVOC 
Each level features 
various Havoc stages, 
available to any 
character, that earn 
valuable upgrade 
points. These mostly 
involve timed 
destruction stages, so 
make use of each 
warrior's boost function 
to zip between objects. 
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А Some Havoc challenges last as long as you can 


A Raikoh's big sword kept the birds flocking... 


А The dreamy visuals belie the mental action. 


A Boss battles are frequent and very, very tough 


>< 


The Summary ¿< 


OTOGI 2: IMMORTAL WARRIORS THE FACTS YOU NEED TO KNOW! 


1 Stunningly beautiful environments and gorgeous lighting make this 
one of the best-looking games we've ever seen. 


Six playable characters, each with unique strengths and weaknesses, 
give tons of different gameplay options. 


The frantic pace hardly lets up for a second, and scores of enemies 
on screen make for some mental combos. 


Hefty RPG elements allow tons of character customisation, and offer 
loads of unique magic and items to earn. 


А slow camera and occasionally repetitive action can irritate, though 


UT оу | n 


seem minor in the sweepingly epic scale of the game. 


Plays and looks far superior to its 
pioneering predecessor. An absolutely 
stunning, deceptively deep actioner. 
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Demo - Issue 36 
Hints - Issue 39 
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X THIS IS ONE OF THE FEW DECENT TITLES ON SEGA'S PORTFOLIO FOLLOWING ITS DISMAL SHOWING WITH ASTROBOY ON PS2 AND SPIKE-OUT. WILL SEGA LAST ANOTHER YEAR? WE'LL HAVE A BETTER IDEA AFTER ЕЗ IN MAY. 


Project Zero 2: Crimson 


Butterfly 'Director's Cut' 


Blair Witch meets The Wicker Man in a camera shop... 


Words: Jermaine Mann 


(Pub: Microsoft J 


W 


Dev: Tecmo 


| www.tecmogames.com 


E'VE NEVER quite understood anyone 
scared by The Blair Witch Project. À trio 
of foul-mouthed students sobbing into 
camcorders while two amateur film- 
makers bang sticks outside their tent. Project Zero 2, 
on the other hand, is genuinely terrifying. It delivers 
on the lost-in-the-forest premise like its movie 
adversary, but uses classic manipulative directorial 
techniques to ensure it of truly unsettling qualities. 
So what you essentially get is modern Asian 
horror cinema translated into a third-person 
adventure. Spectres drift past distant windows; evil 
banshees float eerily out of river mists; gnarled faces 
subliminally flash in flashbacks; and unholy 
interference crackles menacingly out of your 
battered old radio. The whole game is slower than a 
three-legged tortoise - even the sprint button results 
in a lethargic jog - but read as delicate pacing for 
pure, unrelenting effectiveness. It’s just a horrible, 
claustrophobic experience from start to finish, all 
crammed into a generic, brooding tale of twin 
sisters trapped by malevolent spirits in a forest 
village of ritualistic slaughter. 
If you played the original Project Zero (Issue 15, 
8.0; also known as Fatal Frame overseas, as is this 
one), you'll be instantly familiar with the sequel's 
core mechanics. It's a survival horror slowed down 


to almost point-and-click levels, where evil is 
defeated by taking its picture using a supernatural 
camera. Expert framing and dangerous close-ups 
inflict greater damage, and a wide-ish range of 
power-ups offer further options for stunning and 
slowing the ghosts. 

To be fair, the rest of the game plods along in 
the manner of the Silent Hill/Resident Evil offerings, 
with a straight divide of puzzle-solving and 
exploration. However, it's the remarkably simple 
combat - if you can call it combat - that gives it its 
edge. Fumbling for your camera and trying to line 
up that perfect ‘zero’ shot while a groaning entity 
makes a gradual beeline for your throat is certainly 
more unnerving than beating a rabid canine mutant 
over the head with a golf club. 

Still, don’t expect the experience to be entirely 
fault-free. The dated flick-screen camera is 
frustratingly disorienting, and many of its puzzles 
are not as intelligent as encountered elsewhere. 
More significantly, the story doesn't live up to its 
early potential. Whereas the Silent Hill games 
evolve from dull thriller into twisty, ultra-disturbing, 
mind-f***s, Project Zero 2 begins great, and carries 
on being great, until you realise most of its trump 
cards have already been laid and the tale is barely 
50 per cent told. Not that that will in any way stop 
you from playing it all the way to its wretched 
conclusion, mind. 

As with current cinema, Asia is the undoubted 
creative whirlpool when it comes to spawning 
thrilling videogame horror. If you enjoyed films like 
The Grudge, The Ring (the Japanese versions, that 
is) and The Eye, then this will give you goose- 
bumps the size of tennis balls. Е 


Bonus info 


DIRECTOR'S CUT INFO 
The Xbox version has 
two features that aren't 
in the PS2 game: a first- 
person mode (which 
isn't as good, but still 
works) and a Survival 
mode, which is geared 
towards snapping as 
many ghosts as 
possible. You'll also 
have costumes and 
extra spirits to unlock. 
It's a ghosthunter's wet 
dream. Or nightmare. 
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А Yep, the flashbacks are as scary as they look. 
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Mio, didn't we promise? Together alw. 
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The Summary 


PROJECT ZERO 2 THE FACTS YOU NEED TO KNOW! 


Outstanding use of cinematic directorial techniques and sound to 
make this a genuinely scary experience. 


Unbelievably slow throughout, but hugely effective with a generic 
mix of exploration and puzzle-solving. 


The unusual but simple combat involving a customisable camera 
makes it very different to other survival horrors. 


E 
| PREVIOUSLY: Gallery - Issue 35 


Despite having a great premise and eerie settings, Project Zero Zs 
story begins to lose its impact as the game progresses. 


Dated flick-screen camera that is really disorienting and makes it 
hard to remember specific routes. 


{ING SOON: Hints - Issue 39 


A "Excuse me, Mr Groaning Ghost, sir. Would you hold still while | take your picture? That's it... and smile!" | 
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Miami Vice 


Eighties' trash turns up some nasty surprises 


х Dev: Atomic Planet | „€ Pub: Koch Media 
X Players 1 E а 


Words: Ben Lawrence 


HIS IS AN absolute Crockett of crap. For a 
franchise drenched with such wonderfully 
cheesy nostalgia, it's a crying shame that 
somebody has picked up the licence for 
peanuts, and then produced a game with monkeys. 
First of all, Miami Vice featured a crime-fighting 
duo, so why isn’t there a two-player mode? Ah well, 
you pays your budget prices, you gets your budget 
gaming sometimes. As either Crockett or Tubbs, you 
spend the entire game shuffling through levels 
littered with sporadic bad guys who are so 
hideously hard to lock on to or kill that you will 
want to ram your fist through the TV. Whether you 
actually shoot a bad guy seems to depend entirely 
on random chance, as one minute a bullet will hit 
its target, the next you might just as well be making 
balloon animals. The bad guys themselves seem to 
be able to hit you at an atrociously annoying rate. 
Objects used as shelter are, like the targeting, 
totally random. They either protect you or bullets go 
through them. The biggest challenge is actually 
getting behind the objects to shelter in the first 
place, such is the abysmal control system. You walk 
like a crab and shoot like a drunk. To compound 
the misery, every time you get killed (and this will 


Hot Wheels Stunt 
Track Challenge 


Hot Stuff, coming through. Apparently 
x Payers 1-6: 2-4 qm 


x www.thg.com 


Words: Andy Irving 


H, THE JOYS of childhood. Whiling away 
hours sprawled on a Ajax-deprived kitchen 
floor, racing toy cars around an imaginary 
track, taking in rubbish bin corner and that 
nasty table leg chicane. Hot Wheels will always 
have a place in our hearts, but unfortunately this 
game does nothing to sustain the teary nostalgia. 
On one hand, this is a very accessible arcade 
racer. The career mode takes the form of a futuristic 
game show where players work through reasonably 
fun mini-challenges, be it racing against Al drivers 
or completing stunt-based or long jump timed 
challenges. Each ‘episode’ of the show provides a 
different theme, and thus the comical environments 
for the challenges. There's a ton of cars to choose 
from and customise, and success unlocks further 
vehicles in each class (Sports, Heavy, Muscle and 
Gold), along with fancy decals and rims. Easy, eh? 
Well no, because the game is simpler than 
Forrest Gump. The word ‘Challenge’ in the title is a 
tad superfluous - a blind leper with both hands tied 
behind their back could complete this with minimal 
effort. The point of unlocking cars is redundant as 


PAIS, > 


be frequent); you're forced back to the beginning of 
a level to attempt it all over again. It's not too bad 
because the bad guys respawn in the same place 
only to shoot at you in the same order again, so if 
you've the patience you could trudge through a level 
by trial and error. But who the hell would want to? 

This is a wasted licence and a blot on the 
gaming landscape. It's ill conceived, was rushed to 
shop shelves under a whisper and plays like the 
gaming equivalent of being continually booted in 
the face. Utterly, desperately, and thoroughly awful, 
this is to be avoided at all costs. 


e 


A Forklift driving. There's something we'd much rather do than play this. 
Ba 


А Targeting is a complete lottery. So, do you feel lucky, punk? 


RACE 00:31:180 
que 
13 


well - later models boast better capabilities, but the 
easiness of each challenge means the very first car 
you start out with is perfectly capable of finishing 
the game. Stunt challenges are dependant on high- 
scoring jumps, yet your wacky racer can only rotate 
around two frustratingly limited axis, and scoring is 
seemingly dependant on landing on all four wheels. 
It's a reasonably fun title, but tired graphics and 
monotonously easy challenges mean this is strictly 
one for undemanding kiddies. They still exist, right? 


^* Causing destruction and mayhem takes the monotony out of races. 


RACE 00:51:880 


^ mi 00:06:859 
I3 


А Smash the crates and don't fall off. Zzm.. 


The Verdict 
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Issue 38 087 


X MIAMI VICE HAPPENS TO BE PART OF THE INSPIRATION BEHIND THE SETTINGS OF GTA VICE CITY, WHERE PEOPLE RUN AROUND IN LOUD SHIRTS AND THREE-QUARTER LENGTH PANTS. UGH. 


^. Simply use your Boost function to fly past floundering opponents. 


UEFA Champions League 2004-2005 


^ Is that the Chelsea away kit? Blimey, who let Spurs 
in the Champions League? Must be a mistake, surely? 


Oh the glory, oh the drama, oh the crap referees... 


Words: Jermaine Mann 
Б Dev: EA Canada [УУ Pub: EA Sports) 


ELL, THEY'VE certainly managed to get 

the referees right. One-nil down to 

Maccabi Tel-Aviv in the opening 

qualifier, the clock ticking down to 90, 
you steam into the penalty area, only the keeper to 
beat, you shimmy, dribble, pull back the trigger, and 
then - WHAM! A stray right leg pole-axes you 
ferociously into the muddy turf. “Penalty!” you 
scream. “Play on!" retorts the referee as your 
Champions League aspirations vaporise in one 
blurry instant, and the vultures start composing 
tomorrow's headlines: ‘Mr Bastard Sacked as AC 
Milan Crumble At First Hurdle’. Oh, it's a ruthless, 
ruthless game... 

More than anything, UEFA Champions League 
prides itself on dodgy refereeing decisions, like the 
kind you get in the real world. Borderline offsides, 
ridiculous red cards and penalties for fouls so far 
outside the box, they may have well been 


í 4 


Ui п] Cheeks & Ears 


m 


A Create a freak, sorry player, in the usual way. 
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committed in the car park up the road - this one's 
got the lot. We're even expecting a two-yards-over- 
the-goal-line 'goal' to be ruled out as soon as we 
draw Manchester United. But hey, UEFA Champions 
League is actually quite realistic in other ways too. 
In fact, it's surprisingly quite good. 

It's essentially quite similar to FIFA Football 
2005 (Issue 34, 8.9), but tailored like an action 
adventure. The main Season mode doesn't let you 
view domestic league tables, transfer players when 
you want, or even kick off every match at 0-0. 
Instead, it often sets up scenarios, shoving you in a 
match 30 or so minutes down the line and 
challenging you to overcome various deficits. It's all 
about bounce back ability - being able to turn on 
the style when the pressure's on; defying the odds 
and achieving even more unfair objectives set by 
your fascistic chairman. Of course, you can still 
customise your own tournaments and leagues too, 
and the Season mode does let you enjoy many ‘full’ 
matches. But the onus on this game is its storytelling 
feel, something that gives UEFA a unique twist. 

But let's talk about the main footballing action 
and to be fair, it ain't half bad. Developed by a new 
team up at Vancouver, it's solid, playable, enjoyable 
fare. The animation is good, the passing generally 
crisp, and a neat addition to the controls is the 
ability to decide when to send nearby players on 
forward runs. Sadly though, it just isn't Pro 
Evolution. As hard as it tries, the responsiveness can 
feel a tad sticky, and your players are also erratic - 
sometimes they lose the ball the instant they receive 
it; other times they flashily turn an opponent, which 
totally catches you unaware. And some of the 
movement just feels too predictable. 

Still, if you're a massive football fan and enjoy 
European Cup action much more than domestic 
league drama (i.e. you don't support West Ham), 
UEFA Champions League is worth the effort. 
Amongst other things, it's got Live tournaments and 
decent multiplayer. But to everyone else (and it's a 
bit of a cliché), Pro Evo 4 (Issue 34,9.4) is still by = 
far and away the essential soccer title to own. 


Bonus info 


LOAD OF BALLS 
In addition to winning, 
you'll also have a 
number of other 
objectives in each 
match. These range 
from the obvious like 
keeping clean sheets, 
to more specific goals 
such as winning by a 
large margin, rotating 
the squad or scoring 
within the first 20 
minutes. Complete 
these objectives and 
you'll win bonus 
points, which are 
accumulated in return 
for goodies. Like 

being able to play 
matches with an 
oversized beach ball, 
for example. 


The Summary 


UEFA CHAMPIONS LEAGUE 2004-2005 THE FACTS YOU NEED TO KNOW! 


1 | Story-based Season mode sets up a number of challenging scenarios, 
| as well as playing full games. 


It also challenges you to buy and sell players in separate objectives, 
with a small focus on team management. 


Good gameplay mechanics, with neat passing and authentic flowing 
action, although a tad unresponsive at times. 


Quite realistic too, with dodgy refereeing decisions and excellent 
animation. But it's just not Pro Evolution Soccer 4 


| Solid multiplayer action for up to four players, plus online play that 
| lets you compete in your own custom tournaments. 


m | ого 


From out of nothing the Xbox has another 
decent soccer title to add to its ranks. 
Enjoyable but not essential by any means. 


18 


Incoming - Issue 37 
N: Hints - Issue 39 


onic Mega Collection Plus 


Warning: Hedgehogs crossing. Very fast 
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Words: Andy Irving 


PINNACLE in my teenage gaming years - 

Christmas Day, 1992, and I'd just fired up 

my brand new Sega Mega Drive. Gone 

were the days of finger crossing and 
whispering “Please load" at my Spectrum (any 
noise might disturb it). | spent the remainder of the 
day locked in my room, being blown away by the 
slick speed of Sega's spiky blue mascot. 

Fast forward 13 years, and us lucky Xbox 
owners can relive the plinky pop years with this ace 
collection from Sega. Featuring every Sonic title ever 
conceived (a staggering 18 in all, from both Mega 
Drive and Game Gear platforms), including Sonic 
The Hedgehog 1, 2 and 3, Sonic & Knuckles and 
Sonic 3D Blast. As soon as the rings start chinging, 
you appreciate what fun and playable platformers 
they were, and indeed still remain to this day. 
Though a lot slower than we remember, these could 
still put a few Xbox titles to shame. The emphasis is 
just as much on exploration and collecting Golden 
Rings as speed, but we found ourselves recklessly 
blasting through levels in a bid to recapture our 
childhood excitement. 

Whilst the other games do provide a ton of 
alternative excitement (the Mario Kart-esque Sonic 


www.sega.com/games 


SCORE 10000 


754 


A Flat out is the only real way to play Sonic. 


Drift is a blast and Spinball features some zany 
levels), they can't really compare to the original four 
platformers in the series. Our pick of the bunch is 
Sonic 2, featuring superb, exhilarating level design 
and the choice of single-player or split-screen co-op, 
signalling the arrival of the ever-loveable Tails. 
There's tons of bonus material on offer including 
comic covers and illustrations, and the option to 
save your game at any point is a godsend. Old-skool 
maybe, but these are defining titles that younger 
gamers who missed out first time round really owe 
it to themselves to check out. 


FLICKING BEANS 

The collection includes 
Dr Robotnik's Mean 
Bean Machine, reborn 
last year on Xbox as 
Puyo Pop Fever! 


А Later levels of Sonic 2 are quite complex. 
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А Tails is a playable character himself. 


The Verdict 


This bumper pack of Sega's genre-shaping 
platformers can't be missed, especially at 
$59.95. Mega indeed. 


CSI: Crime Scene 


Investigation 


Miss Harlot, in the Motel, with the Adult Novelty! 


x Dev: 369 Interactive x Pub: Ubisoft 
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Words: Ben Lawrence 


H, THE JOYS of homicide. What one person 

loses in life, another gains in entertainment, 

so who said death was fruitless, eh? CSI: 

Crime Scene Investigation, based on the 
show, should by rights be a rollercoaster of forensic 
snoopery and Clarice Starling-style dirt digging. Not 
so, we're afraid. If you're looking for static screen 
adventuring where the only moving things are 
flapping, badly synchronised mouth movements, 
you're in luck. 

The crushing flaw of CSI is the complete lack of 
actual investigation. There's no skill involved in 
finding clues, simply the ability to comb over a 
screen with the cursor until it blinks green. Cursor 
goes green, evidence is in the bag. Then it's off to 
the lab where you run all the items that caused 
your cursor to go green under the 'scope, and after 
a drawn-out process of dragging icons over icons, 
you bag your man. Nothing at a crime scene is 
interactive other than the items that need 
investigating, so though an upturned bin may hint 
at a clue, or a mattress looks like it needs sniffing, if 
your cursor doesn't blink green, it means they're 
little more than pre-rendered scenery. 


www.369interactive.com 


In its defence, the voice acting comes from the 
actual cast (although the CG cast might have 
suffered rigor mortis for all the movements they 
make), and you do get the sense you're learning 
something (who'd have thought you could detect 
deep tissue bruising with UV light, eh?). That's 
about it, though, when it comes to the plus points. 
The premise is certainly unique and brimming over 
with potential, but the execution is so lazy and 
ham-fisted if it were a killer it would have shot itself 
in the foot. Shame really. 


75 


[GRISSOM] Look at that. There's some bruising on her neck. 


4 You fool! Don't you recognise a love-bite when you see one? 


Why didn't you tell'üstabout your criminal history? 
Why did we find your fingerprint on the TV? 


^* Gather evidence then interrogate your suspects CStstyle (in a studio). 


aoe” 


If there was a struggle here, then why no obvious blood 
on the vic? We should swab it. 


^ Swab it and see... 


The Verdict 


Could have been so good, especially with 
such interesting source material, but 
instead it's just rubbish. 
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Issue 38 089 


X CSI'S POPULARITY HAS CAUSED A SURGE IN INTEREST IN CRIMINAL PATHOLOGY COURSES IN UNIVERSITIES. 


_ Reviews ` 


7 Elite Directory 


Eî TOP 5... Tom Clancy Games 


Who said that words would never hurt you? 


001 mmm cor 


TOM CLANCY'S SPLINTER CELL TOM CLANCY'S RAINBOW SIX 3 TOM CLANCY'S GHOST RECON GHOST RECON: ISLAND THUNDER RAINBOW SIX 3: BLACK ARROW 
Sam Fisher's first outing on Xbox got Ding Chavez and co made their first Near-future team combat in the great The sequel was essentially an add-on There was a pot of gold at 

the stealth ball rolling and the franchise | jump from the PC to Xbox and took outdoors became one of the most pack set in Cuba and the hardcore the end of Tom Clancy's Rainbow Six 3 
snowballed in popularity. graphics and team play to new levels. popular pastimes on Xbox Live. military sim picked up where it left off. and it was this superb sequel. 

Issue 08, SCORE 97 Issue 22, SCORE 9.3 Issue 09, SCORE 8.3 Issue 21, SCORE 8.5 Issue 31, SCORE 9.0 
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Elite Directory 


Full interactive 
Reviews Directory 


REVIEWS DIRECTORY — — sso hep 


TV MUSIC GEN 3 
al for ar € 


of headlininc 


If you forget what 
any of the 
different colours 
mean, press the Y 
button to bring up 
a handy help 
menu. 


The ultimate guide to Xbox games... 
We've slipped it onto our disc 


The bottom bar 
indicates the 
game type, the 
issue the review 
appeared and the 
review score out 
of ten. 


A game 
highlighted in 
orange is Xbox 
Live-enabled. A 
game in bright 
green is an Xbox 
Elite title. 


The scroll bar 
indicates how far 
down the list you 
are. You can 
progress one 
game at a time 
with the D-pad. 


MOTOTRAX 


ens f 


yips with 


SUPERFLY .— 


e with aspirations 


j at Ministry 


Much better than MX2002 but far from being a classic biking 


game 


Bike racing - Issue 12 


MX UNLEASHED 


A very solid and enjoyable, if unspectacular racer. Boast 


‘one more ao’ factor 


that 
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In Forza Motorsport", it's all about you and your car. Over 200 of the sickest racing machines 
to tune them to digi The pou to take on the world on Xbox Live™ And the chance to show 
Because in this world, YO [ 


J HINK YOU CAN TAKE US? 


imaginable. Infinite ways to customize them. The tools 
the competition what the back of your car looks like. 


wwiw.forzamotorsport.com.au 


Ferrari 


хеох 


it's good to play together 


XBOX LIVE 


` Play More 


Challenges 


Hints& Cheats 


Xbox Live Calendar 


This is the only place you need for all your freshest codes 
and unlockable extras for the latest Xbox titles. You should 
never be stuck on a game again! 


© 


Enter the following codes during play: 


PRINCE OF PERSIA: WARRIOR WITHIN 
Issue 34, 9.4 


Garden flamingo: In the Hanging Garden (present), 
behind a wall in the first alcove you reach if you 
were trying to reach the giant ladder in the past. 
Giant hand: During the escape from the Tomb, find 
it in a small alcove to your left during the second (or 
third) Dahaka chase (depending on how you play). 
Hockey stick: In the Central Hall, rotate the switch 
towards the Hourglass Room. Use the new path to 
reach a breakable wall at the bottom of the room. 
Teddy bear: Mechanical Pit (present). In the area 
where you fought the second Brute, take the stairs 
up and look for a breakable wall in the water-filled 
pit to get the bear. 


OUTLAW GOLF 2 
Issue 37, 7.0 


Enter the following codes during play: 

Smaller ball: While in aiming mode, hold L and 
press Down, Down, Down, Back 

Extra beat token (Exhibition only): Hold L and 

press White, White, Black, Black, Y 

Perfect shot (Exhibition only): While in aiming 

mode, hold L and press A, B, A, A, B, White, B, A 


Create a New File with one of the following names: 
Easier tour mode: Mr. Chicken 93 

Harder tour mode: Iron Man 93 

Unlock everything: | Have No Time 


Clem: Beat Harley's final event in tour. 
Donna: Beat Summer's final event in tour. 
Harvest: Beat Clem's final event in tour. 

Ice ridge: Beat Ice Trey's final event in tour. 
Killer Miller: Beat Trixie's final event in tour. 
Mistress Suki: Beat Killer Miller's tour. 
Trixie: Beat Donna's final event in tour. 


MADDEN 2005 
Issue 33, 8.5 


Bingo!, Defensive interceptions increase by 75 per 
cent for game: J33l8F 

Da Bomb, Unlimited pass range: В61А8М 

Da Boot, Unlimited field goal range: |76X3T 

Extra Credit, Awards points for interceptions and 
sacks: M89S8G 


A. Madden 2005: cheat codes! 


Xbox Live Reviews 


Masterclass 


First and Fifteen, your opponent must get 15 
yards to get a Ist down: V65J8P 

First and Five, 1st down yards are set to 5: O72E9B 
Fumbilitis, Opponents fumbles increase by 75 per 
cent for game: R14B8Z 

Human Plow, Break tackle increases by 75 per 
cent for game: L96J7P 

Lame Duck, Opponent will throw lob passes: 
D57R5S 


Mistake Free, Can't fumble or throw FIGHT CLUB 
interceptions: X78P9Z Issue 37, 6.4 

Mr Mobility, Your QB can't get sacked: Y59R8R 

Super Dive, Diving distance increases by 75 per Fred: Beat Arcade 
cent: D59K3Y mode with any 
Tight Fit, Opponent's uprights will be narrow: character. 

V34L6D Chester: Win ten 
Unforced Errors, Opponent fumble ball when he matches in 
jukes: LA8GIE Survival. 


3rd Down, Opponent only get 3 downs to get a Halo: Beat Arcade 


1st: Z28X8K mode with Fred. 
5th Down, Get 5 downs to get a 1st Down: Abe Lincoln: Beat 
P66C4L Arcade mode with 


Aloha Stadium: G67F5X 
Super Bowl XL: О85Р6І 
Super Bowl ХИ: P4874D 
Super Bowl XLII: T67RIO 
Super Bowl XXXIX: D58F1B 


SECOND SIGHT 
Issue 32, 81 


all characters. 


Play Space '92: In the madness level. Just after the 
reception desk section, through to the right in the 
centre of the corridors with all the mental patients 
there is a room with the shotgun. On the top of one 


^» Outlaw Golf 2: play with the world's tiniest golf ball. 


ГТГТТГТЕТТРТТЕРЕРЕРЕЕГЕРЕЕРРРЕРГЕЕРЕРРЕРРЕЕРЕРЕРЕРРРЕЕРЕЕРЕРРЕРЕРЕРЕРРҮ 


Challenges 


А Second Sight: find a retro arcade game! 


of the shelves is a floppy disk. Use Telekinesis to 
reach it. Use in any computer on the level to play. 
Play Earth Impact: On the Reliance level in the 
right-hand building on the ground floor is an arcade 
machine. Both of these games' high scores are 
tracked in your statistics menu. 

Medicine Ball: In the Madness level, head to the 
outhouse by the wooden house - it has a medicine 
ball inside. Use your Telekinesis to pick it up and 
throw it into people. 


FABLE 
Issue 32, 9.7 


Treasure Clue #1: Received from the grateful sister 
at the end of the Bounty Hunter Quest. Bounty 
Hunter Quest is a Guild sidequest, done before 
rescuing Scarlet Robe. 

Treasure Clue #2: Given at the end of The Lost 
Trader Quest. The Lost Trader Quest is a Guild 
sidequest. 

Treasure Clue #3: Given after killing the final 
assassin at Hook Coast. You must first kill the 
previous assassins, sent in revenge of Twinblade. 
(The attacks occur outside Knothole Glade, middle 
of Prison Path, Witchwood Cullis Gate near focus 
stone site, and the windmill on Windmill Hill.) 
Treasure Clue #4: Given after winning the archery 
contest at Knothole Glade. You must complete 
Break the Siege Quest in Knothole Glade first. 
Treasure Clue #5: This can be found in a chest at 
Orchard Farm. 


Xbox Live Calendar 


Treasure Clue #6: Open a chest behind the 
windmill on Windmill Hill to discover the sixth 
treasure clue. 


GODZILLA: SAVE THE EARTH 
Issue 35, 4.9 


At the main menu, press and hold L+B:R in that 
order. Then release B, R, L, also in order. This will 
bring up the cheats menu. Now enter these codes: 
All monsters: 525955 

All cities: 659996 


A Godzilla: make 


Buildings indestructible: 812304 your monster 
Energy does not regenerate: 122574 invulnerable and 
Health regenerates: 536117 earn super- 
Player 1 does 4x damage: 259565 powerful attacks! 


Player 1 has infinite energy: 819342 
Player 1 is invisible: 531470 

Player 2 does 4x damage: 927281 
Player 2 has infinite energy: 324511 
Player 2 is invisible: 118699 

Player 3 does 4x damage: 500494 
Player 3 has infinite energy: 651417 
Player 3 is invisible: 507215 

Player 3 is invulnerable: 953598 
Player 4 deals 4x damage: 988551 
Player 4 has infinite energy: 456719 
Player 4 is invisible: 198690 

Player 4 is invulnerable: 485542 


Classic Cheats 


TONY HAWK'S Eric Grosser: crom 
UNDERGROUND Gary Jesdanun: Yawgurt Ex 
Issue 22, 8.8 Glycerin: Glycerin 
Greenie: Greenie 
Enter the following names fora custom  Grjost: grjost 
skater to unlock these new characters. Jake Geiger: GEIGER 
Adam Lippmann: THEDOC Jason Uyeda: Jason Uyeda 
Alan Flores: Alan Flores Jeff Morgan: NSJEFF 


Andy Marchel: Andy Marchel 
Bailey: Bailey 

Big Tex: Big Tex 

Brad Bulkley: fatass 

C Surla: Akira2s 

Captain Cody: arr 

Chauwa Steel Chauwa Steel 
Chris Peacock: ChrisP 


Jeremy Anderson: Jeremy Anderson 
Joel Jewett: Joel Jewett 

Kendall: FROGHAM 

Kevin Mulhall: Guilt Ladle 

Marcos XK8R: Marcos XK8R 
Michelle Deyo: woodchuck 

Mike Ward: Mike Ward 

Mikey Ortai: moreuberthaned 


THUG: loads of hidden SED 


Skillzombie: Skillzombie 
Stacey D: Stacey D 

Tao zheng: tao zheng 
Ted Barber: Hammer 


Chris Rausch: Chris Rausch Nolan Nelson: Noly The Kraken: The Kraken 
Chum: Johnny Ow Paul Robinson: POOPER The Swink: The Swink 

Dan Nelson: Dan Nelson Pete Day: buffoon Todd Sue: TSUEnami! 

Dana MacKenzie: Daddy Mac Ralph D'Amato: deadendroad Todd Wahoske: Todd Wahoske 
Darren Thorne: DDT Rock: M'YAK Wardy: leedsleedsleeds 

Dave Cowling: TOPBLOKE Rulon Raymond: 1337 Y2KJ: Y2K} 

Dave Stohl: Dave Stohl Sik(r): sik(r) Zac Drake: Zig 
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Masterclass 


Your Opini 
POOR OLD ‘Your Opinion’. It keeps 


16} getting dropped from the magazine 
due to lack of space. Anyway, here it is - 
better late than never! А while back, we 
asked you if you could take a vehicle from 
any game and put it into GTA San Andreas, 
what would it be? 


The tank with guided missiles from 
Mercenaries. 
Sahad, Cambs 


Jade's hovercraft from Beyond Good & Evil. 
Craig Craft 


How about SpongeBob SquarePants’ 
undersea bathtub? 
Alex Dewis 


The Scorpion from Halo 2 could batter the 
tank from GTA! 
Terry Neves 


I'd like to drive one of the speeder bikes 
from Star Wars KOTOR 2. 
Tony 


I think stealing Colin McRae’s rally car and 
using it to run over loads of spectators 
would be fun. 

Kyle 


It'd be wicked to drive the main car from 
Carmageddon. Pedestrians beware! 
Chris Whitehead 


We need a car with a mounted turret like 
the warthog from Halo or one of the 
vehicles from Roadkill. 

Mark Smith, Bristol 


The cars from Mashed would be fun to 
drive, especially if they had the oil slick and 
flamethrowers. 

Brian 


There's a big shortage of modded cars in 
GTA. They should put some of the motors 
from Juiced or Need for Speed Underground 
in there. 

Duncan 


I'd like to steal one of the mini Hunter 
Killers from Terminator 3: Redemption. 
Seb Manning 


1) NEXT MONTH'S TOPIC: Every 

month we get a load of letters 
asking how you can get involved in the 
games industry. We want to know which 
games industry job you'd like the best and 
why. Would you prefer to be a) a magazine 
writer, b) a games tester, c) a games 
programmer or d) an artist. 

Email answers to staff@oxm.com. 
au with ‘Your Opinion’ as the subject line. 
Or send it to Your Opinion, Official Xbox 
Magazine, PO Box 1037, Bondi Junction, 
NSW 1355. Or check the forum at www. 
derwenthoward.com.au for any of the hot 
topics you can take part in. 


i X SEND US YOUR CHEATS: IF YOU'VE DISCOVERED A SPECIAL CHEAT THAT WE HAVEN'T PRINTED YET, SEND IT IN TO HINTS AND CHEATS, OFFICIAL XBOX MAGAZINE, PO BOX 1037, BONDI JUNCTION, NSW 1355. 
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Quick 'n' easy cool cars in Need for Speed Underground 2 


NEED FOR SPEED Underground 2 (Issue 34, 8.8) 
proved conclusively that, contrary to whatever your 
mother may have told you, looks are important. 
Those NFSU2 players who don't pay serious 
attention to the aesthetic value of their car of 
choice will find their progress severely hampered, 


Learn to love carbon fibre: In the world of 

NFSUA, carbon fibre is king, so the quickest 
way to achieve the full ten-star visual rating is to 
invest in the full complement of fibre parts, from 
roof scoops and spoilers to side mirrors and hood. 


Model behaviour: The make and model of 

your motor isn’t as vital as you might think. 
Sure, it's easier to get a full ten-star rating if you're 
driving a Hummer as opposed to a Honda Civic, but 
it is possible with both. We sense a challenge... 


Under the rim: The type of rim can have a big 

impact on your rating. The difference between 
these Gianelle 5-0 and the O.Z. Vela Ills, for example, 
is an entire point. Well worth the extra expenditure, 
particularly when you're chasing magazine covers. 


their reputation soon to become covered in the 
thick black skidmarks of disgrace. 

So behold, OXM's ten-minute guide to 
bolstering your star rating, the official measure of 
how visually impressive your ride is. Chamois 
leather at the ready, petrol-sniffers... 


Prepare for the vinyl countdown: There is a 

drawback to carbon-fibre parts: you can't 
apply vinyl graphics to carbon-fibre surfaces. Keep 
at least one part of your car carbon fibre-free, so 
you can cover it with gaudy designs of your choice. 


TOP SPEES 


©) Delete Tuned Gar 


What's taste got to do with it? Players who 

ignore good taste will find it easier to achieve 
a high star rating; on the Wayne Scale, we're talking 
more Rooney than Hemingway here. So dress your 
car in the automotive equivalent of a Burberry cap. 


ACCELERATION TOP SPEED 


ROWER Q) Desete uned Саг 


Girls love things that light up: Add as many 

parts to your car that glow in the dark as you 
can. Neons (and tinted windows) on this Corsa 
transform a very ordinary car into a flashy tank 
capable of terrorising McDonald's car parks. 
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Hints & Cheats 


Dull cars don't count for jack: Your precious 

Mitsubishi might go like shite from a short 
shovel, but it won't impress the ladies until you've 
invested in some serious paintwork. The more parts 
of your car that aren't painted in the stock colour, 
the higher your star rating will be. So go nuts. 


Look beneath the surface: Once the exterior 

is gleaming, head to the Car Specialities shop 
and buy a new stereo. Though hugely expensive, 
squeezing new speakers into the boot can give you 
the edge when it comes to that Holy Shit factor. 


Play the Wide Boy: The ultimate upgrade, 

the Wide Body Kit, is available once you've 
won sufficient Out Run races. It adds the finishing 
touch to your labour of love, and makes you slightly 
harder to overtake. By a quarter of an inch at least. 


If all else fails: Still struggling to get your car 

presentable? Do you have no shame? Press 
Up, Up, Up, Down, Up, Up and Right on the title 
screen to get this vulgar Burger King sticker. It won't 
impress your lady but you might get a free Whopper. 


Grasp the cutting 


EDGE 


of videogames 
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PORTABLE 
PLEASURE 


Edge is your definitive source 
on next-gen handheld gaming 


O 10-page PSP launch exposé 

O Win a Nintendo DS & games 

O First Nintendo DS & Sony 
PSP games roadtested 


` On sale now 
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COLLECTION PLUS; 
ATITHESE[RETAILERS 


Celebrate Sonic’s roots in this glorious blast 
from gaming past. There’s 20 high-octane, 
highly-addictive classics jam packed into one 
must have compendium of Sonic joy, including: 


* 7 MegaDrive games 
* 6 Game Gear games : 
* 7 unlockable MegaDrive games 


Plus, there's additional comics, illustrations and 
movies all thrown in for your retro pleasure. 


AVAILABLE NOW FROM ALL GOOD GAMES RETAILERS! SRP: $59.99 (aup) 
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© 1991-2005 SEGA Corporation. All rights reserved. * Limited quantities - offer subject to availability. Actual shirt may differ from image. 
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